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a sFrom the Editor s Desk:= 

Atarifest ‘89 

“I couldn’t believe it! Fairfax High’s parking lot 
was half full when I pulled in at 9:30 am. All these 
folks couldn’t possibly be wasting a perfectly good 
Saturday to attend NOVATARI’s AtariFest. Could they? 
The event hadn’t received all that much publicity, had 
it? Are there more than 500 or so real Atari fans in the 
entire Metro area? Could half of them be here? 
Already? The show’s not due to start for another 
half-hour. I couldn’t believe it.” 

So started Jack Holtzhauer’s report on the first ever 
Washington area Atarifest. That report appeared five years 
ago, in the December 1985 issue of Current Notes. Back in 
the summer of 1985, NOV ATARI decided to go ahead and 
host an Atari fair. I was president of the club and I 
remember the first discussions and planning that went into 
that first fair. Since we planned to hold it in the fall, in the 
“OctoberFest” season (we are close to Busch Gardens), we 
decided to call our fair “AtariFest.” 

I was reluctant to commit our very limited club 
treasury to a high hotel bill. After all, we had never held a 
fair before and, being as far east as we were, there was no 
assurance that Atari would show up to help out. (In fact, 
Atari did not come to that fair.) So, we opted for a 
low-budget, low-risk affair that we would run ourselves. 
We managed to get the fair co-sponsored by the Fairfax 
County Public Schools Office of Adult and Community 
Education. As such, we were able to hold the fair in 
Fairfax High School. There was no charge for using the 
high school, but, at the same time, we were not allowed to 
charge anything at the door. This was fine with us, since 
Atari users always like a bargain and the FREE admission 
was an attractive part of that first, and all subsequent, 
AtariFests. Couple the free admission with the bargains 
found at the multitude of vendor tables and you will 
understand why the fair is so popular with local Atarians. 

Another important ingredient in the success of that 
first fair was the participation of a large number of club 
members, not only from NOV ATARI, but from many of 
the other Washington area clubs. All of the “activity” 
rooms (Telecommunications, Games, Productivity, Music, 
Education, Printers, Swap Room, etc. ) were manned by 
volunteer club personnel. Smaller clubs sponsored a single 
room while some of the larger clubs sponsored several 
rooms. Each room had its own room chairman and list of 
volunteers. Since so many people had their own little 
“piece of the action,” for which they were entirely 
responsible, literally dozens of people in the area worried 
about the “success” of the fair. Of course, when it was all 
over, they could also justifiably take pride in having 
contributed to that success. 


Although the AtariFest has grown considerably in the 
past five years, expanding to two days, including a Banquet 
on Saturday evening, and sponsored by all the Washington 
Area Atari Computer Enthusiasts (WAACE), its essential 
nature has not changed. It is still held in a local high 
school. There is no admission charge at the door. Vendors 
are charged only enough to cover advertising and setup 
costs. For the thrifty shopper, there are bargains to be had 
at virtually every vendor table. And, finally, it is produced 
by literally hundreds of local club members trying to help 
out their fellow Atarians. My compliments John Barnes, 
this year’s Atarifest chairman, and to all those who worked 
to make the 1989 Atarifest the best ever. May we all look 
forward to Atarifest 1990! 

Author of the Year 

Way back in April of 1987, he submitted his first 
review for Current Notes. The review covered a personal 
tax preparation and planning program. It concluded with 
“Don’t buy it. Don’t borrow it. Don’t steal it. Its a lemon.” 
Now here was a reviewer who wasn’t afraid to tell it like it 
is! 

Since that first review, he has continued to provide 
valuable contributions to Current Notes and, indeed, in 

1989 became a regular columnist. He handles all those 
programs and utilities of particular interest to programmers 
and power users. He has written about G+Plus, MultiDesk , 
TurboST, Universal Item Selector, NeoDesk , Tempus, and 
TOS 1.4. You have read his reviews of True Basic and the 
Prospero family of language compilers. He also covered, 
briefly, Publisher ST and Fleet Street Publisher, V2. As a 
final hint, do you remember Schopenhauers Law of 
Entropy? If you put a spoonful of wine in a barrel full of 
sewage, you get sewage. If you put a spoonful of sewage in 
a barrel full of wine, you get sewage. Have you guessed 
yet? The Current Notes Author of the Year for 1989 is 
J. Andrzej Wrotniak! 

This year I asked our readers whom they wanted for 
Author of the Year and I have been accumulating results 
over the past several months. The popular favorite was, by 
far, David Small. Dave received this award, which includes 
a nice plaque and a cash prize, last year. Since Dave was 
not eligible to win two years in a row, this year’s award 
went to the second most popular writer. Here, too, there 
was a clear winner and it was Andrzej. We held the 
announcement up this year so we could make the 
presentation at the WAACE Atarifest Banquet. Prior to 
David Small, this award was won by Bill Moes and by Bob 
Kelley in 1987. 

I will continue to solicit advice on the Author of the 
Year via a form on subscription renewal slips. I look 
forward to presenting this award again next year at the 

1990 WAACE Atarifest Banquet! 
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TOAD COMPUTERS 

YOUR SOURCE FOR ATARI HARD DISKS 



TOADFILE 44 

REMOVABLE CARTRIDGE HARD DISK DRIVES 

Toadfile 44 (44MB Cart. Drive, ST Ready).$899 

Toadfile 44S (44MB Cart. Drive, Case, & Power).$799 

Toadfile 44D (44MB Cart. Drive Only).$699 

Toadfile 88X (2 44MB Cart. Drives, ST Ready).$1549 

Toadfile 44 & Hard Drive Combinations 

Toadfile 94 (44 & 50MB HD ST Ready).$1279 

Toadfile 74 (44 & 30MB HD ST Ready).$1199 

Toadfile 64 (44 & 20MB HD ST Ready).$1099 

Toadfile 109 (44 & 65MB HD ST Ready).$1309 

Toadfile 129X (44 & 85MB HD ST Ready).$1399 

The Toadfila 44 Sartos to a ramarkabla new taehnology brought to you axelustoaly by 
Toad Computara at THE LOWEST POSSIBLE PRICE! Thaaa drives allow you to 
conveniently store 44 megabytes of data on a single 5.25 * cartridge with the speed (25 
mlllisecondsl of a hard disk and the convenience of a floppy disk. All Toadfile 44 
Series drives come with one 44 megebyte cartridge. When purchesed with the drive, 
each extra cartridge coats $99. They are $109 when purchased later. Toadfile 44 
Series drives are elao available in combination with fixed hard disk drives, and are 
shipping NOWI The Toadfile 44 Mechanism is warranteed for two years, each cartridge 
for one. Please specify a shoebox-style or under-the-monitor/under-the-Mega type case. 

ICD FAST DRIVES 

COMPLETE HARD DRIVES FOR THE ATARI ST 

FAST 85 MB 28ms 5.25" Drive.$739 was $769 

FAST 65 MB 28ms 5.25" Drive.$703 was $724 

FAST 65 MB 40ms 5.25" Drive.$684 was $699 

FAST 40 MB 28ms 5.25" Drive.$647 was $709 

FAST 40 MB 40ms 5.25" Drive.$595 was $639 

FAST 50 MB 28ms 3.5" Drive..$657 was $709 

FAST 50 MB 40ms 3.5" Drive..$625 was $669 

FAST 30 MB 28ms 3.5" Drive..$595 was $629 

FAST 30 MB 40ms 3.5" Drive.$575 was $599 

FAST 20 MB 28ms 3.5" Drive.$545 was $569 

FAST 20 MB 40ms 3.5" Drive.$525 was $549 

FAST 100 MB 28ms Dual 3.5" Drives.$1049 was $1069 

FAST 100 MB 40ms Dual 3.5" Drives.$949 was $969 

iCD, Inc., a long-trusted name for Atari hardware makes a quality, undar-the-monitor 
type case and power supply unit, that includes the ICD Host Adapter we use in all 
our hard drive products. This case is called the FAST case, and because of the high 
volume of hard drives we sell, we can offer these ICD FAST drives at extremely low 
prices. We assemble the drives ourselves, using quality Seagate drive mechanisms. 



TOAD DRIVES 

DRIVE KIT PARTS 

COMPLETE HARD DRIVES FOR THE ATARI ST 

BUILD IT YOURSELF AND SAVE 

TOAD 20 MB 28ms 3.5" Drive.$529 

TOAD 20 MB 40ms 3 .5" Drive.$499 

TOAD 30 MB 28ms 35' Drive.$559 

TOAD 30 MB 40ms 35" Drive.$539 

TOAD 50 MB 28ms 35" Drive..$629 

TOAD 50 MB 40ms 3.5" Drive..$599 

TOAD 65 MB 28ms 525" Drive.$679 

TOAD 65 MB 40ms 525" Drive.$659 

TOAD 85 MB 28ms 525" Drive..$709 

TOAD 100 MB Dual 50 28ms 35' Drives..$959 

TOAD 100 MB Dual 50 40ms 3.5" Drives.$899 

TOAD 130 MB Dual 65 40ms 525" Drives..$1099 

TOAD 144 MB 28ms 5.25" Drive..$999 

TOAD 170 MB Dual 85 28ms 5.25" Drives..$1399 

AM of our Toad Drives use Sie ICO Host Adaptor end ere avaSebia in expendable shoebox-style or 
under-the-monltor/under- the-Mega type coses. All cabling and software is Included, end the 

ICD ST Host Adapter.$99 

ICD ST Host & MFM Controller Kit.$199 

ICD ST Host & RLL Controller Kit.$239 

OMTI3520 MFM Hard Disk Controller.$119 

OMIT 3527 RLL Hard Disk Controller.$149 

ICD FNST Hard Disk Kit (With Host Adapter).$259 

ICD FNST Hard Disk Kit (No Host Adapter).$179 

Shoebox Dual HD Case/PS, Host Adapter Ready.$109 

Under-the-Monitor Dual HD Case/PS, Etc.$119 

Under-the-Monitor Single HD Case/PS, Etc.$109 

Seagate ST296N 85MB 28ms SCSI Drive.$489 

Seagate ST157N 50MB 40ms SCSI Drive.$349 

Seagate ST157N-1 50MB 28ms SCSI Drive..$379 

Seagate ST138N 30MB 40ms SCSI Drive.$329 

Caines: Controller to Hard Disk.$10 

Cables: Host Adapter to Controller/SCSI Drive.$10 

COME VISIT US 

ATARI MEGA ST 

AND FIND OUT WHY WE WRITE THINGS THIS WAY 

COMPUTERS AND PERIPHERALS 

Our store is centrally located between Baltimore, Washington, and 
Annapolis in Severna Park, Maryland. Please come and visit us. We 
fully support the Atari XE, ST, and Mega ST lines. Plus, meet your 
fine hosts, Dave and Ray. We're more than just a little eccentric. 



m To Order, Call (301) 544-6943, or Write to: 

Toad Computers, 556 Baltimore Annapolis Blvd., Severna Park, MD 21146 

\ k \ These prices reflect a 4% discount for money order, personal, or certified check. We accept 
Mastercard, Visa, and Discover. Maryland and New York residents please add applicable sales tax. 

uL ALL HARD DRIVE ORDERS QUALIFY FOR FREE SHIPPING! 
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UNIX: Not So Horrible 


Dear Joe, 

I was looking through the pages 
of my latest Current Notes when I 
spotted an article by Dave Small 
titled “UNIX: Horror of the Future.” I 
knew right away that this was not 
going to become one of my favorite 
articles. 

Let me start out by stating that I 
have the utmost respect for the 
many accomplishments of Dave 
Small. Dave Small is an outstanding 
hardware and software developer. I 
feel compelled to balance some of 
Dave’s negativity. 

The first question I have for 
Dave is “what operating system 
should Atari use if not UNIX?” Will 
TOS 1.4 offer enough enhance¬ 
ments to attract software develop¬ 
ment on the new Atari computer? 
Should Atari try to build just another 
clone? What is the most logical 
“next step” for Atari? 

UNIX is becoming the Operating 
System of the tomorrow. There are 
many reasons why this is so. The 
most important reason is that UNIX 
is a device independent operating 
system. UNIX is available on virtually 
every 32 bit processor. UNIX pro¬ 
vides computer manufacturers with 
the ability to release systems based 
on new processor technology with¬ 
out having to go through the 
expense of developing a new 
operating system. 

In the early days of computing, 
it was virtually impossible for small 
companies to break into the com¬ 
puter market. Companies such as 
IBM, Burroughs, Univac, Honeywell, 
and others had a twenty year head 
start in developing the operating 
systems required to make the basic 


hardware function. Only the wide 
availability of UNIX and the prolifer¬ 
ation of PC’s has challenged the 
position of Mainframes. 

Before AT&T was split-up, AT&T 
developed the UNIX operating sys¬ 
tem. At that time AT&T was restric¬ 
ted from getting into the computer 
business. They made UNIX available 
to various universities. Some of 
these universities, notably Berkeley, 
refined and added functions to 
UNIX. Once AT&T was allowed to 
get into the computer business, they 
set out to make UNIX a functional 
operating system. AT&T also 
launched an effort to merge the 
various versions of UNIX into a 
unified product. 

Personal computers capable of 
running UNIX are just now coming 
into being. Companies such as Sun, 
HP, DEC, Apollo, IBM and even 
Apple are building products that use 
UNIX. Now Atari has announced that 
its newest offering will also offer 
UNIX as an option. Dave Small says 
that potential users should hide. I 
say rejoice. 

Dave used a word to describe 
UNIX fans. He referred to them as 
Specialistese. I want to point out up 
front, that I clearly do not fit the 
description of the so called UNIX 
Guru’s that he outlined in his article. 
I am simply an active computer user 
who has found that UNIX does 
indeed promise to offer functions 
that are not currently available on 
any low-cost machines. 

Dave obviously doesn’t like any 
operating environment that is com¬ 
mand based. He prefers a window 
based system instead. He incor¬ 
rectly credits the Macintosh as 
being the first computer to offer this 
capability. Xerox, in fact, was the 
first. Apple had an early go at it with 


the Lisa. Other computers have 
offered variations of windowing sys¬ 
tems over the years. Most of these 
windowing systems have been 
“kernel based,” meaning that the 
windowing system was tightly cou¬ 
pled to the operating system. 

M.l.T. developed a windowing 
system that could be extended over 
a network. This windowing system is 
known as X-windows. X-windows 
allows an X-window server to have 
a window that can view an applica¬ 
tion running elsewhere on the net¬ 
work (the client). Imagine that your 
Atari ST could serve up an X- 
Window. You could now tie into 
your mini computer, network or 
public data system and view gra¬ 
phics, use your mouse and take 
advantage of all the power of the 
host. 

The X-window system was 
described by David as “still being 
refined.” In the sense that TOS, 
MS-DOS and MAC OS are being 
refined, so is the X-window system. 
However, X-windows is refined to 
the point where even Sun, HP, 
Apple and IBM are releasing their 
versions of X-windows. 

What X-windows does not 
describe is how the operating 
environment will look. Today there 
are two major camps defining this 
standard. OSF, an organization 
made up of IBM, DEC, HP, Apollo, 
Data General and others, has 
endorsed an operating environment 
based on Microsoft’s Presentation 
Manager. OSF’s operating environ¬ 
ment is referred to as Motif. 

AT&T, Sun, NCR, Unisys, and 
others have formed a group called 
“UNIX International.” Sun and AT&T 
developed an environment based 
on technologies licensed from 
Xerox. Their operating environment 
is called “Open Look.” 

Both environments look very 
much like the operating environment 
of a Macintosh. Virtually every user 
function is available by simply click¬ 
ing a mouse. Anyone who is used to 
an ICON based environment will find 
that either of these environments will 
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be easy to learn. 

An argument could be made 
that underneath this friendly 
environment hides a monster. This 
argument has no validity. Some 
people may believe that GEM is the 
operating system of the Atari ST. 
This is not true. The operating sys¬ 
tem is TOS. TOS is based on a 
68000 implementation of CPM with 
GEM overlayed as the interface. 
Without the aid of GEM, TOS is as 
cryptic as any new command based 
system. In fact, the GEM user inter¬ 
face can be adapted to act as an 
interface to UNIX. 

One question raised by Dave’s 
article is why does UNIX have all 
these cryptic commands? The fact 
is that these commands really are 
not so bad. Like MS DOS, CPM or 
any other command based system, 
there are only a few commands 
needed to perform most tasks. 
Many of the newer MS DOS com¬ 
mands are identical to the UNIX 
commands. The commands I use 
most frequently are: 

Is list (files) 
rm remove 
mv move 
cp copy 
date date 

cd change directories 
login login 
logout logout 

There are commands that 
require some research. Many of 
these commands are not available 
on other systems. The command cal 
will print out the current month’s 
calendar. Typing be will bring up a 
calculator. There are tools for com¬ 
paring files, tools to emulate dif¬ 
ferent terminals, tools to find out 
who is on the net, editors, and tools 
to receive and prepare mail. I im¬ 
agine that for those who are truly 
interested in exploring all the func¬ 
tions available in UNIX, it will take a 
long time. To reach the proficiency 
that most people have on a PC, it 
will take less than a week. Instead of 
looking through poorly written 
books, I type the UNIX command 
man (manual) and the command I 
want to look up. The UNIX system 


will then bring up a few screens 
worth of data explaining the com¬ 
mand. 

At work I use an Atari ST tied to 
a Sun 3/280 via RS 232. I can 
prepare my letters on the ST and 
export them to the Sun or I can use 
the vi (visual editor) to prepare my 
documents. I can print them to the 
laser printer or save the files out to 
disk where I can work on them at 
home. I can save megabytes of data 
on my office system and send 
e-mail to anyone in the company. I 
can work on a spreadsheet, stop the 
process, look at a file, send mail or 
look up a phone number and go 
back to the spreadsheet. 

I have become a fan of UNIX. I 
am not an expert on its command 
structure, its syntax or functions. I 
am an expert at getting my work 
done. I have never found a more 
suitable environment to make me 
more productive than I am since 
being introduced to UNIX. Good 
going Atari. 

Mike Barnes 

Springfield, VA 


Join the REVOLUTION! 


Dear Editor, 

Artisan Software is proud to be 
a publisher of quality software for 
the Atari ST and MEGA computers. 
We stand behind that computer 
system with conviction and dedica¬ 
tion just like you do. 

As we near a new decade, 
many of you and your advertisers 
are taking a hard look at the ongo¬ 
ing potential of the Atari computers. 
Neither the 8-bit or the 16-bit 
computer is gaining ground in 
notable sales. Some of you are 
already reducing pages or combin¬ 
ing magazines and you may have to 
consider other reductions in the 
future,. 

ARTISAN SOFTWARE IS NOT 
GOING TO SIT BACK AND SETTLE 
FOR THE LACK OF MARKETING 
WE NEED IN THE UNITED STATES. 
If we wait another year for Atari 
Corp. to take expansive steps in the 
U.S., we may find Atari taking the 


easy way out by redirecting their 
attention to more PC products. WE 
MUST DO SOMETHING TO 
ATTRACT NEW USERS NOW! 

Enclosed you will find your copy 
of “The Revolution Handbook.” It is 
a comprehensive user-based mar¬ 
keting plan on a disk. It contains 
valuable information about low-cost 
things we can do to increase sales 
of Atari computers. Numerous 
chapters cover what to do as indivi¬ 
duals, manufacturers, users’ groups, 
dealers and publishers. The “hook” 
is a week by week calendar for 1990 
which establishes a synchronized 
campaign throughout the country. 
Run the program “README.PRG.” 

Artisan Software will be dedi¬ 
cating a fulltime effort to the 
success of this campaign. We have 
decided that neither complaining 
nor settling for what we have is 
acceptable any longer. Already, 
numerous direct mail campaigns are 
underway and additional projects 
are planned pending the user sup¬ 
port we know will exist. 

It is imperative that we all work 
together as soon as possible. I urge 
you to help in a united effort to 
increase the exposure of Atari com¬ 
puters to potential new users. The 
HANDBOOKS are available for only 
$6 through Artisan Software and 
users are encouraged to distribute it 
freely. 

Please call me if I may answer 
any questions. 

Respectfully, 

Donald Thomas, Jr. 
President, Artisan 
(209)239-1552 

Thank you for your Revolution 
Handbook and for your effort. / 
have added your disk to the CN PD 
Library (CN #380). if this has been 
The Year of Atari, ’ id hate to see 
what things would be like when Atari 
ignored the US market! Several 
months ago, / suggested that we 
needed more grass roots support of 
Atari advertising, so / listed a/i the 
Atari dealers i knew of. i will also be 
giad to help with the ‘Revolution. ’ 
CN supports the Atari Alternative! 
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A Feast At The Fest, "The 
Revolution," Lawsuits, Games, New 
Dates, & The Future 


East Coast Exultation 

What do you do, when you’ve 
been waiting, patiently waiting, all 
year to slip out, and attend a 
predominantly family affair, but still 
an Atari affair too, where even baby 
sitting can be had? Why you think, 
“Buy, buy, buy. Buy all those com¬ 
puter “things” you’ve been longing 
for and reading about in ad after ad 
in the magic world of Atari journals? 
But, on Saturday, you just wander 
with great composure past the ven¬ 
dor booths of the East Coast 
WAACE AtariFest. You touch 
nothing and depart. On Sunday, 
you make a quick run back to the 
Fest and “scoop up” the dream 
drops and are home by dinner¬ 
time. Oh, rrty, how mothers and 
wives love the great day, when 
3,000 to 3,500 of such “soldiers of 
the economy” march forth to 
“acquire.” Computer wives of the 
world, unite! Forget the bank 
balance, smile at the children, and 
hug that electronic boy you married. 
He doth excite the household. 

As one husband reported, 
“Understand, I live in a town in 
Delaware that has never heard of an 
Atari dealer. I’d never been to a 
show before. When I walked into the 
main room, and saw all of the 
goodies for sale, hardware and 
software, I had such an anxiety 
attack I had to have my wife drag 
me out for fresh air and into a 
seminar, so I could get hold of 
myself!” Hats off, Atari Fest! Hats 
Off, Fest Chairman John Barnes! 

May the Force Be with You 
....Atari 

Whither goest thou, Atari, 
U.S.A.? When we try to compile, 
assimilate, and correlate the news 


throughout the land about the only 
computer in America that 99% of the 
Atari users are concerned about, 
you are humbled by what you think 
you are hearing, and thus quite 
concerned. When you add up the 
rumors, the facts, and the projec¬ 
tions you come to the conclusion 
that it may be impossible for Atari to 
get back on the rails and run a 
successful marketing venture in this 
country, even one that would leave 
it in a minority position, but still 
profitable and present in America. 


Its major projects (see below) 
are coming on line too late to seize 
the attention of non-Atari users and/ 
or buyers. Its marketing practices 
and policies are reducing rather 
than expanding its sales outlets. 
Dealers have not increased in the 
past six months as the all out drive 
intended. Rather, they have likely 
decreased by almost one fifth. 
Some dealers report that they are 
receiving more requests to buy 
back ST’s for $$ toward another 
brand per week, than they sell. 

New products that were de¬ 
signed to capture new markets and 
convince the computer world that 
Atari was still a force to be reckoned 
with, because of delays, are being 
superceded by the competition. The 
ideas were on target. The execution 
was not. Eighteen months earlier a 
PC line would have sold. Now it is 
over-priced. 

A laptop computer could have 
been a small “sensation,” particu¬ 
larly with the Mac aboard and 
before the Mac itself could deliver 


one. Now that “delight” is a past 
dream. The Mac Plus laptop, with its 
brilliant screen, is selling so fast that 
Mac R&D is already gearing up for 
its successor, the Mac II laptop, 
which likely will hit not long after the 
STacey, and thus outdate it. 

The Lynx was a jewel of an idea 
and well executed, only to be lost in 
a sea of other game machines that 
can produce at a volume that meets 
the needs of mass merchandisers. 

The Portfolio may possibly, by 
the end of the year, sell almost as 
many units as there are ST’s in the 
U.S. But is it an Atari or is it an 
MS-DOS machine? And will it open 
an aperture for Atari to sell its real 
line here. The stock trading that 
grew out of the Portfolio’s “coming” 
pushed Atari daily into the top ten 
for volume of transactions on the 
American exchange and pumped 
paper profits into Sunnyvale’s 
Atari stockholders’ pockets. But 
even before the “mini-crash” last 
month, Atari stock was back from 
$12+ to $9+ a share, for a 25% 
retraction. 

Thus, we see a long year in 
1990 in America for our favorite 
machine. One that might cause it to 
move offshore completely. Another 
reason to join “The Revolution” (see 
below). Maybe Sam and Len should 
bury the hatchet and, with Augie, 
mount a serious turn-around cam¬ 
paign. Otherwise, Darth Vader will 
win after all. 

Power Without the Punch 

When you smirk at those of us 
who play games on our computers, 
and we do so with unending enjoy¬ 
ment, know whom you are smirking 
at. The chief of President Bush’s 
staff, John Sununu, arrived at the 
White House to find he had a nice 
new powerful computer to rule with, 
donated by the Big Blue. Sununu is 
recognized as a long time avid 
computer user, so it was not un¬ 
usual that one of his first serious 
encounters with the computer was 
to play Mindscapes’ Balance of 
Power, The 1990 Edition ,a geo- 
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political simulation, touted as the 
most sophisticated strategic simula¬ 
tion out there. Supposedly, it can 
only be equalled by the real thing as 
played by war gamers in the Penta¬ 
gon. Try it out, and sense what 
power is all about. 

Comes the Revolution 

Atari users apparently are tired 
of “eating cake,” as the Queen of 
France suggested the hungry might 
do. Suggested, that is, before they 
revolted and cut the heads of top 
managements right off and into the 
waiting baskets. 

Artisan Software has its own 
head, Don Thomas. Thomas was the 
former advertising manager of 
Federated Stores. As Federated 
started sinking, Thomas swam away 
to his own software company. In a 
157-page revolutionary handbook 
that outlines what current users can 
do besides groan, swear, and com¬ 
plain, Thomas calls on all of us to 
engage all of those who are still ST 
and Mega ST naive and open their 
eyes. “All of those” include a 
diversity of people: network broad¬ 
casters, Hollywood personalities, 
politicos, newspapers, etc., etc. 

"Wow!" you might say. Trouble 
is “The Revolution,” as it exists on 
$6 disks from Artisan (or free from 
user groups and PD libraries, in¬ 
cluding Current Notes, for the cost 
of disk and postage), has a week by 
week agenda for the entire year of 
1990 that offers suggestions, 
shrewd, practical, wild, soaring, and 
motivating, suggestions that really 
could make a difference as to how 
many ST machines can be sold in 
the U.S. of A. The essence of “The 
Revolution” is a multiplicity of coor¬ 
dinated, simultaneous actions that 
will cause people who have never 
heard of the Atari ST machines to 
want to learn more about them. 
What kinds of actions? For one, 
getting editors of Atari dedicated 
magazines to announce “The Revo¬ 
lution,” and dealers to give out 
disks, and people to write letters, to 
cause a stir, a stir big enough so 


that it might be reported in the 
press, and, oh yes, on TV! 

Is it practical? Can it work? 
Nothing that ever takes us forward 
into new realms is practical. Is it 
idealistic? Yes, in the best sense of 
the word, the word that does 
generate change. Are there tasks 
that Sam Tramiel can perform? You 
bet there are. Will he listen and act? 
Dunno. But he knows what hap¬ 
pened to Marie Antoinette — 
when she didn’t. 

Upping the Date 

Customers in the early summer 
were coming into dealers and ask¬ 
ing, “When is (this) coming out? 
When can I expect to buy (that)?” 
Now they evince a certain glumness 
about the whole thing. And the dis¬ 
trust at Atari’s perpetual delays has 
spread, if not with the same depth 
of feeling, to third party suppliers 
who are 90 days overdue. 

The dealers in the main, appear 
“hacked off” at Atari. In several 
areas they are holding off, as we 
noted earlier, from ordering any 
more ST’s from Atari until the arrival 
of the STE’s. To discourage this 
practice, Atari is passing the word 
via their reps that the STE won’t be 
available here until well into next 
year, even though it will be out for 
Xmas in Europe. The dealers don’t 
expect to see the Lynx, hand held 
game machine, and some wonder if 
they’ll see the Portfolios before they 
go to mass sales. (Dealers who 
have agreed to prepay for Portfolio 
orders, however, are starting to 
receive them.) Our revamped time¬ 
table from last month then, 
o STE’s—This will employ TOS V. 
1.6 and just may be magiced up 
here in time for Xmas, despite the 
common wisdom that we’ll have 
to wait until next summer’s Com¬ 
dex. They will be available in one, 
two, three, and four meg ver¬ 
sions; Mega and ST users who 
have the JRI JATO board in¬ 
stalled will be able to run STE 
game software without fear of 
failure. 


o pc ditto II —15 November ver¬ 
sus 15 October. 

o GCR —backorders are now 
being filled, should arrive on 
dealer shelves just before Xmas, 
o Portfolio —It can be ordered 
from Atari now, and received in 
as little as three days, 
o STacy —still February, if the 
screen redesign is successful, 
o TT—also still February; it, too, 
will have TOS 1.6 but for the 
680320 chip vs the 68000 in the 
STE, so there will be some in¬ 
compatibility between the two. 
o F/eet Street Publisher —late 
November versus our prediction 
last month of early October, 
o MegaFile 44 —it’s not clear 
when or if at ail (Atari says end of 
year, but other companies are 
already selling 44 meg removable 
cartridge hard drives at $300- 
$400 less than Atari’s announced 
price of $1195). 

100,000 Unit Disaster? 

The cynics around the computer 
circuit are trying to tag the recently 
issued laptop Mac as “a pricing 
disaster.” Our favorite computer 
journalist, T.R. Reid, describes it as 
a “Rolls-Royce machine at a Rolls- 
Royce price.” Those that have seen 
it in all its pristine 16-lb beauty say 
the mono screen is just as sharp as 
a desktop Mac. Reportedly, its bat¬ 
tery will last longer than MS-DOS 
laptops by six to seven hours. What 
actually is it? A Macintosh Plus at 
roughly four times the cost, e.g. 
$1,800 for a Mac Plus with 20MB 
hard drive vs. $6,500 for the 40MB 
hard-drive equipped Mac laptop. 

So is it a bomb? Well, 
apparently with proper advertising, 
marketing and distribution even “a 
bomb” will sell. The Wall Street 
Journal, per Reid, predicts Apple will 
sell 100,000 of them in the first year. 
As for the STacy, it may be a better 
machine, but to prove it, it must first 
solve its screen problem, i.e. badly 
readable. Word is that for $200 more 
the STacy could have the same 
mirror sharp screen the Mac has. 
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Connectivity 

Long ago the talk started that 
Atari must have a network capability 
if it expects to enter the business 
market. Well, it needs that and then 
some, but for those of you who 
have grown tired of waiting for 
Atari’s Promised LAN, but want to 
connect your son or daughter’s 
computer to a common printer and/ 
or hard drive, the solution is here. 
SGS Network from San Luis Obispo, 
CA will do the job, according to 
Micro World in Berkeley, CA. They’re 
selling the SGS Network for $160. 
The device connects to the midi 
port of the ST, and per Micro World 
works without glitches. 

Misunderstandings in Book 
Keeping 

Every country and every com¬ 
pany has to keep books to know 
where it stands. Right now some of 
the Washington bookkeepers in 
Congress and the Administration are 
being accused of “crooked budget¬ 
ing” as they hide budget expendi¬ 
tures of $50 Billion and more to 
make the deficit look smaller. Simi¬ 
larly, dealers are accusing Atari of 
not being able “to write straight.” 
What happens? One example. A 
dealer thinks he’s all paid up, and 
then bang! Atari stops his shipments 
for “overdue accounts.” The dealer 
is outraged. Atari is persistent, “No 
shipments until you erase the bot¬ 
tom line.” Why the train wreck in 
communication? Very simple. The 
dealer orders 12 of something, 
because Atari has offered, say, 
$150 off on each one if he orders a 
dozen. Then Atari ships him eight 
because they’re momentarily out of 
stock. A week later they ship him 
the other four. He pays. A week later 
he finds his other shipments 
stopped because he owes Atari 
$600, they claim, while he claims he 
sent the full amount for the 12 
machines. Oh, but wrong! The 
second shipment of four, Atari in¬ 
sists, had to be paid for at full price, 
since only lots of 12 get a discount. 


Tid Bytes 

Scan & Copy —The premier 
flatbed scanner for the ST made by 
Navarone Industries (454 Kenneth 
Ave, Campbell, CA 95008) has just 
released an update of the scan 
software, STSCAN V: 1.5. It now can 
save scanned images to disk in 
Degas full screen format, as well as 
encapsulated PostScript, and both 
tagged image files (TIFF) and com¬ 
pressed TIFF. You can also print 
directly to the Atari laser from within 
the Scan program. Along with it 
comes STCOPY which with the 
SLM804 laser turns your ST into a 
copy machine of excellent quality. 

Copy Only —ProCo Products, 
one of the ST’s most faithful upda¬ 
ters has just released its latest ver¬ 
sion 1.70 for its copy program. The 
new version will copy many of the 
new European games, but not all. 
Included in the “will do” list are 
Tetris, WhizBa/i, Arkanoid //, and 
OffShore Warrior. 

Ads & More Ads —Now that 
Thanksgiving is coming so are the 
Christmas ads for children’s toys. 
The manufacturers hope the game 
machines, especially Nintendo, will 
be “biggies.” One report has Nin¬ 
tendo selling 1,000,000 of their 
game machines in the last three 
months, with production geared to 
sell another million before Xmas. 
Thus you’re seeing heavy ad com¬ 
petition for the Big 3: Nintendo, 
Turbo Grafx-16 & Sega’s Genesis 
System. The latter is hot on Nin¬ 
tendo’s tail, with sharp, sharp gra¬ 
phics and good game speed, if 
slightly high priced cartridges with 
none under $50. 

Atari’s Lynx would seem to have 
the potential to cruise to a win 
ahead of all of them. But the evi¬ 
dence so far is the Lynx will be 
available only in limited quantities 
until next year, and nary an ad so 
far. Speaking of which, Commodore 
has a $20 million ad campaign 
scheduled the 40 days leading up to 
Xmas. Designed by Lucas Films 
they will feature Tip O’Niel, Tommy 
LaGorda, and other popular celebri¬ 


ties. “The Ad Thing,” and Atari’s lack 
of it, is becoming almost as big a 
thing with Atari users as “The 
Noriega Thing” is in the Oval office. 
When Sig Hartmann mentioned the 
word at the WAACE Atari Fest ban¬ 
quet dinner, everybody in the room 
started applauding. 

Suits in the Closet 

How do you lose $13 Million 
without getting out of your chair. 
Well, one of many ways is to buy 
Federated Stores, just after they 
have attempted to stop a wave of 
“lost merchandise” by forcing their 
employees to sit down, strap up, 
and fly the delightful twinges of the 
polygraph, referred to on the street 
as the lie detector. Unless you’ve 
taken one, you have difficulty esti¬ 
mating the depth of the invasion of 
the psyche that can be produced by 
such pastimes. Unbeknownst to 
Atari, the suit was in process at the 
time of the sale. Recently, the 
employees won to the tune of $13 
million, which the new owner repor¬ 
tedly had to pay before it could get 
out from under. 

Storage to the Max 

As we move into the 21st Cen¬ 
tury and away from hard drives as 
too limited for storage of volume 
amounts of data, we seize upon 
laser disks as the answer. Of 
course, on a CD, as soon as we 
learn to write on them and erase 
and write again, then we’ll have it. 
Yes, on one CD we’ll be able to 
stuff as much as we can on a 
500-600 meg hard drive. Where or 
how could you store more? “Rain¬ 
bow” disk. It uses a material cap¬ 
able of storing a “full visual spec¬ 
trum” in one spot. 

“So?" you might ask. Answer: 
the information appears as a 
“Fraun-hofer pattern"—a type of 
optical diffraction. Each spot could 
represent 1 million bits of storage. 
So? So, that equates to 100,000 
complete music albums on one 
disk. So, how big’s your hard drive? 
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Games at a Glance 


Needles Not Needed 


Last month the “populars” were: Populous , Blood¬ 
wych, Dark Side, Millennium 2.2, New Zealand Story, & 
Falcon. Except for Bloodwych & Millennium the others 
seem to be holding their own still, and Populous has 
new data disks out which give you totally new terrains 
to conquer. The steam seems to have gone out of 
Millennium and the lack of depth of play in Bloodwych 
has slowed it down also, despite its stellar graphics. 

Newcomers attracting attention are Blood Money by 
Psygnosis (the company heavily criticized in a CN 
column last month for its outlandish protection scheme 
which often keeps original disks from running if your 
drive timing is the slightest bit off). An arcade type of 
excitement, it is lightening fast and the graphics will 
glance off your glasses, so sharp are they. 

Paperboy from Mindscape has finally made it, but 
the wait has left its rabid arcade fans mildly exhausted. 

The newest best seller is Wierd Dreams. The 
screen, on boot up, has you staring up at the four lights 
of an operating table as the anesthesia takes effect. 
Down you go in a blue tunnel into a series of chilling 
nightmares. A series, that is, if you’re clever enough to 
escape the first one. 

Atari Breaks into the News 

In one of the great newspapers in our nation, The 
Washington Post, suddenly, there in mid-October in the 
business section was Atari. In a five column comparison 
of "palmtop” computers, the Poqet vs the Portfolio, the 
Poqet got four of the columns and the Portfolio one. 
But that was far from the bottom line. The article 
pointed out that to outfit the Poqet so that you could 
pass info from it to another computer, via a $395 
optional floppy drive, the final tab would be close to 
$3000. Bruce Stephen, an analyst with International 
Data Corp., suggests that unless the price comes down, 
the Poqet is unlikely to receive broad acceptance. This 
despite the fact that a software manufacturer of in¬ 
surance adjuster programs, which instantly calculate 
damage estimates, wanted to order 25,000 with Poqet 
reportedly committing only to 10,000. 

How, then, did the Portfolio fare. Well, the senior 
editor of PC Laptop magazine, Arthur Leyenberger, who 
also sees the Poqet as too pricey to be successful, 
thinks the Portfolio stands a good chance because of its 
low price and built in Lotus 1-2-3 and word-processing 
program (read text editing, actually). The International 
Data Corp. analyst disagrees, “I can’t imagine typing on 
it for any amount of time. It’s trying to be a laptop and 
an organizer. There are better choices in both of these 
categories.” He feels, though the price is small, so is 
the functionality of the device. By January we should 
know who’s right. 


Last month, in addition to pointing out that Hewlett 
Packard had an upgrade to lengthen the life of your 
DeskJet disposable ink cartridge, we printed a hacker’s 
guide to self-refills, using a needle and ordinary ink, but 
in exactly measured quantities. After a call from a 
concerned reader, and we thank him, we called HP. A 
wise, judicious, and exceedingly helpful cartridge spe¬ 
cialist at HP was queried about the wisdom of using the 
needle or either of the two refill cartridges that are on 
the market, selling for $12-14, i.e. $5-7 less than a new 
HP disposable. Rick told us that HP does not “have a 
position” on refilling your DeskJet by other than a new 
disposable cartridge. He points out, however, that the 
printer was designed around the disposable cartridge to 
optimize the life of the printer and the printer head. 
While HP has built in a margin for error to protect the 
printer, use of other inks are just not recommended. 
Rick points out that HP is more concerned about the life 
of its printers than the sale of its ink cartridges, and we 
have no reason to doubt him. He notes that for a few 
dollars more you have new ink and new cartridge 
electronics. And what could be healthier than that? 



Join the Revolution! Revolution Handbook (ST 
disk $6) also avail, on CompuServe, Genie, Delph. 



CROSSWORD PUZZLES 
from your list of words. Many 
advanced automatic options, 
color OR mono....Only $29.95! 


Both WORD QUEST™ and WORD QUEST 2™ * 49 ** 


$ 


Of?r) WORD SEARCH PUZZLES 
_Sophisticated placement routines. 

I ; r ,S I color OR mono.Only $29.95! 

— - 50 puzzle option disk Only $9.95! 



Line, Bar & Pie GRAPHS 
with min. input. Print DEGAS/ 
NEO files, clip-art, many options, 
color OR mono.Only $59.95! 


^ © 1989, ARTISAN SOFTWARE. 

ARTISAN 


SOFTWARE 


P.O. BOX 849 MANTECA. CA 95336 


Add $ 1.50 shipping and handling for each titled ordered. Checks, cash, 
money orders welcome. California residents please add 6% sales tax. 
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CN SPECIAL 


ATARIFEST 1989 

by Don Elmore 



As in past years, main cafeteria was filled with exhibitors 


What’s furry, has more than 6,000 legs and 
possesses a burning interest in the world’s finest 
personal computer? Why, the 3,000+ Atarians who 
attended AtariFest ’89, of course!! Well, some of the 
more hirsute visitors certainly looked furry to me. As in 
years past, this ’Fest was co-sponsored by WAACE 
(Washington Area Atari Computer Enthusiasts) and the 
Fairfax County Public School Office of Adult and 
Community Education. Also, as in years past, this ’Fest 
was the premier East Coast Atari show, and the guest of 
honor was Atari Corporation’s own Sig Hartmann, 
someone who needs no introduction to “Atarians.” 

Thanks fora Great ’Fest! 

Before launching into a description of the two-day 
computet fair, I believe that a special word of thanks to 
John Barnes is called for. John is no stranger to D.C. 
area Atarians. He is a long time member of AURA (the 
Atari Users Regional Association), has served as 
AURA’S President, is currently WAACE’s Chairman, and 
if that isn’t enough, is also this year’s AtariFest 
Chairman! That’s a lot of titles for one man to carry, but 
John does it with aplomb. Most readers can imagine the 
tremendous amount of work and planning that goes into 
organizing an event as large (and repeatedly success¬ 
ful) as AtariFest, and some of us know from personal 
experience how much sweat and effort is involved, so, 
John, a very big THANKS! 

And, while on the subject, let us not forget about 
John’s dynamite team. I would like to clear up one 
misconception—WAACE’s Vice Chairman, Mr. Charles 


Smetton is not triplets!! He was that fellow in the blue 
T-shirt who could be seen scurrying throughout ‘Fest 
89’s facilities, walky-talky in hand tending to the myriad 
of administrative “challenges” that came up (plainly 
stated, putting out fires!). Contrary to appearances, 
there is only one of him! 

Space does not permit listing the cast of hundreds 
that John pulled together from the user groups that 
belong to WAACE. They worked together for months to 
bring us a very real Atari “happening” on October 7th 
and 8th. So, thanks to each and every one of you!! 

Record Attendance in 1989 

Attendance at AtariFests has always been difficult to 
calculate with any degree of accuracy. Part of the total 
can be obtained from counting the registration cards 
filled out by visitors as they entered the high school. 
But, we must then “guesstimate” the number of visitors 
who either didn’t bother to fill out a card or who entered 
through one of the school’s other entrances. Remember 
WAACE Atarifests have always been free to the public, 
so we have no ticket sales to refer to. As near as can be 
calculated, however, over 3,000 people visited the ‘Fest, 
attended the demonstrations and seminars, shopped at 
the 30 plus vendors’ tables and experienced what John 
called this year’s ’Fest, The Atari Alternative. Truly, a 
good time was had by all! 

Visitors from 22 different states showed up, as well 
as visitors from Canada, Denmark and West Germany. 
This year’s attendance seemed to be leaning more to 
“out-of-towners,” rather than locals. Rooms in hotels 
and motels near Fairfax High School were definitely at a 
premium! Trivia buffs should note that the oldest 
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“Atarian” to attend the ’Fest was Mr. John Callaghan of 
Toms River, New Jersey, a whopping 72 years young! 

Full Seminar Schedule 

AtariFest ’89 was so large and so full of events that 
it was difficult for me to see everything. In fact, I have 
had to revert to “poetic license” from time to time in 
writing this report, so please excuse me if something is 
inadvertently left out or misstated. Seminars were 
scheduled hourly throughout the day on both Saturday 
and Sunday. Ms. D. A. Brumleve kicked off the seminar 
sessions with a talk entitled “Computers and Kids.” 
Drawing from extensive experience in programming 
public domain and commercial software for the ST, she 
has focused her efforts on children and how they could 
(and should) benefit from the Atari ST. She described 
ways to make computing easier for children, and 
provided suggestions on how to protect one’s ST from 
children—and vice versa! 

Next, Rick Flashman and Dan Wilga of Gribnif 
Software described the history of their very impressive 
alternative to the ST’s GEM desktop, NeoDesk2.0(5). 

Tom Harker of ICD, gave a very interesting overview 
of hard disk technology, where it is and where it (and 
especially ICD) is going. 

Wayne Buckholdt of SoftTrek accelerated right into 
the hows and whys of increasing the ST’s speed. He 
described his current product, Turbo ST, and the 
planned upgrade, Turbo ST2.0. 

Ralph Mariano of the ST Report Online Magazine 
was scheduled to discuss current issues in the world of 
Atari, but as he began his presentation he noticed a 
prominent heckler in the front row, less than 15 feet 
from him—Sig Hartmann. These two old pros began to 
exchange repartees and in no time became embroiled 
in an animated discussion of Atari matters. In fact, at 
one point, Ralph mused aloud that he never would have 
thought that he would one day be playing the straight 
man to Sig Hartmann! Ralph stated in no uncertain 
terms that the Atari is one of the world ‘s finest 
computers...BUT...what is desperately needed is some 
sort of buffer between Sam & Leonard Tramiel and the 
rest of the Atari world. He urged Sig to push for keeping 
the ST platform alive while actively marketing the “TTs” 
and “Super TTs” in the US, (rather than in Europe), 
through a responsible dealer network. Sig agreed that 
Atari Corporation should focus on the US market and 
promised to try and help make that happen. All in all, a 
very spirited and interesting seminar. 

On Sunday, Andrzej Wrotniak’s presentation actually 
lived up to its title, “Why Some Programs Stink!” He 
began by explaining the three phases of creating a 
software program; development, implementation and 
marketing, and gave examples of shortcomings in each 
phase. Without actually mentioning specific software 
names (mumbling something about not having enough 
money to hire the high priced lawyers required if he did 
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Ralph Mariano of ST Report Discusses Atari Issues. 


use names), Andrzej described a program imported to 
the US from his homeland (Poland). Two keystroke 
letters are reversed in the Polish language, and when 
you type one, you see the other printed on the screen. 
Andrzej did not expect to see it on his screen, here in 
the US, though. He also described a program manual 
that showed a “qwerty” keyboard with an extra key on 
it! But his crowning example was finding over 30 bugs 
in a piefce of software that he had purchased. When he 
wrote the software company, complaining about the 
bugs, he was advised that “no upgrades were planned 
for that program.” He didn’t want upgrades; he only 
wanted the program to run relatively bug free. 

A rousing “round table(?)’’ discussion on the 
technical future of Atari was held. James Allen, (FAST 
Technology), Dave Small (Gadgets by Small) and Dave 
Troy (TOAD Computers) chaired that interesting discus¬ 
sion. 

The final seminar was chaired by John Barnes, with 
Bill and Patty Rayl ( Atari interfacd) and Ron Kovacs 
(.ZNet Newsiettei) joining him at the head table. They 
discussed the role of user groups and ways to get user 
groups to interact more and how to provide groups 
(especially the smaller ones) with Atari related news and 
information. 

AtariFest 1989’s “Keynote” speaker was Sig Hart¬ 
mann who talked about the past, present and future of 
Atari. He began his presentation by stating that the ST 
was chosen “PC of the Year” twice—in Europe. He 
went on to say that no company is perfect, we all make 
mistakes—look at Federated. Sam and Leonard have 
finally decided to write off that loss and put it behind 
them. On a more positive side, Sig commented that 
Atari Corporation has recently done something different, 
something right. With the presentation of their “Portfo¬ 
lio,” they actually did some advertising. (This brought a 
spontaneous round of applause from the 500 or so 
spectators in the high school auditorium). Sig went on 
to say that Atari Corporation has enough products 
available for a very solid platform; the ST, the Megas, 
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etc. But, as any highly competetive company, they must 
keep abreast of technological developments and con¬ 
tinue bringing out new products like the STACY laptop. 
Several months earlier Sig had promised the STACY 
would be shipping by September or he would resign. 
He asked the audience if they knew how hard it is for 
someone his age to find a job. As to when the STACY 
actually ships, it is anybody’s guess, though Sig said 
that it will certainly be before the end of the year. 

The TTs? Well, they are currently under develop¬ 
ment and although FCC approval has not yet been 
obtained, two different developers have been given TTs 
for software production. The Atari CD- ROM is ready to 
ship, they are merely waiting for software to be 
developed for it. Sig said that Atari Corporation has 
made a great deal of money in Europe and that money 
is going to be plowed right back into technology 
development. Sig said, “We’ve made some really dumb 
mistakes, but we are getting smarter and we are getting 
better!” He said that he has been visiting some people 
here in the Washington D.C. area and has been very 
well received, especially on the desktop capabilities of 
the Mega: power without the price!! In closing, Sig said 
that Sam Tramiel has promised a definite change for 
next year. Even though the US market is extremely 
competitive (with IBM and Apple taking a lion’s share of 
the market), Atari Corporation will try to penetrate that 
market; they will listen to developers and also try and 
build a solid network of dealers throughout the US. 

Activities Room Everywhere 

This year’s Activity Rooms were another extremely 
successful part of AtariFest ’89. Ken Whitesell and Ed 
Seward coordinated the Programming Room, providing 
information and assistance with Laser C, Mark Williams 
C, and Persona/ Pascal languages. 

The Telecommunications Room, manned by Scott 
Ogden, provided a demonstration of the Armudic BBS 
as well as providing “hands-on” experience with ST 
and 8-Bit telecommunications programs. 



The SWAP Room was a big success this year. 


This year’s Swap Room was a definite success with 
a constant stream of Atarians seeking bargains, and the 
Business Applications, Education, Printers and Arts & 
Graphics Rooms were all well attended. 

Jeff Greenblatt, coordinator of the Macintosh Emu¬ 
lation Room, was assisted by Dave and Sandy Small 
(of Gadgets by Small) who spent most of Saturday and 
some of Sunday demonstrating Spectre GCR on a 
STACY. This combination produces a significantly more 
economical Macintosh laptop, $2,300 vice $7,000!). 

The wild and wonderful world of desktop publishing 
was covered in detail in the DTP Room, coordinated by 
Bob Johnson. Nathan Potechin, President of ISD 



Sandy Small shows off Spectre GCR on the Atari STACY. 


Marketing demonstrated Calamus to an enthusiastic 
audience and Joe Waters, Publisher of Current Notes 
put Timeworks Publisher ^Tthrough its paces. 

The MS-DOS Emulation Room would also have 
drawn many visitors, but last minute unforseen circum¬ 
stances prevented that particular room from opening. A 
lot of people were interested in takung a peek at pc ditto 
II. On Sunday, 

Scott Ogden and his crew orchestrated a MIDI 
Maze Game contest all afternoon, with a steady stream 
of eager players (adults as well as children) avidly 
zapping and being zapped! 

Bargains, Bargains, Bargains! 

Atarians were able to visit dealers’ tables and talk 
with (and purchase from) over 30 different vendors, 
including 1ST Stop, AccuSoft, Accustar, ADSE Inc., 
Alpha Systems, Atari Corporation, BEST Electronics, 
CodeHead Software, Current Notes, Diverse Data Pro¬ 
ducts, Double Click Software, Gribnif, I.C.D., Johnsware, 
Lantech, Magnetic Images, Michtron, Orion Micro, Rock 
Digital, Seymore Radix, SofTrek, ST Informer, ST Log, 
STatus Disk Magazine, Strata Software, Unicorn, Win- 
terTech, Wizztronics, Xlent Software, and Zmag. 

“Local” dealers present included Cal-Com, Dis¬ 
covery, Electronic Clinic, Joppa Computers, L & Y 
Electronics, and Toad Computers. (If I have inadver¬ 
tently omitted anyone, forgive me; it was a long day). 
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Joe Waters explains the ins and outs of Publisher ST. 


Evening Festivities 

Not wanting to make Johnny a dull boy, ’Fest 89 (in 
addition to all of the work) scheduled some really neat 
play in the form of a celebration banquet accompanied 
by three (count ’em), three hospitality suites. WAACE 
and Current Notes sponsored two of the hospitality 
suites and the Canadian “upgrade,” the third. At last 
year’s 'Fest, the “Four Guys From Ottawa” stocked a 
hospitality suite in a manner that only the most serious 
of professional party goers could begin to appreciate. 
This year, the “Seven Guys From Canada” far sur¬ 
passed last year’s record. Our hats are off to our Atari 
brethren from the North. Nice going...eh! 

A cocktail hour, followed by a Chinese style buffet 
dinner kicked off the two major highlights of the 
banquet. The first was a presentation of a plaque for 
“Author of the Year” awarded to Andrzej Wrotniak by 
the Current Notes Publisher, Joe Waters. Congratula¬ 
tions, Andrzej! By the way, Joe was quite surprised 
when those present wished him a Happy Birthday. 

The second was the main banquet speaker, Sig 
Hartmann. Sig repeated a few of the points covered in 
his afternoon talk in the high school auditorium, 



Sig Hartman was featured speaker at Atarifest Banquet. 


reiterating that Atari Corporation will focus more energy 
on the US market in the years to come. He also 
commented that he was quite impressed with the 
enthusiasm that he has seen on this East Coast visit 
and he promised to be more supportive of us in the 
future. Sig went on to share with us many personal 
anecdotes from the world of Sunnyvale Atari. His 
candor, quick wit and natural charm were well received 
by those present. 

After the banquet, the more stalwart of the Atarians 
returned to the hospitality suites to continue pursuit of 
quintessential partying (as only true Atarians can) but 
this writer did not stay that particular course. 

The Winners 

It goes without saying that AtariFest ’89 was a 
resounding success. A good time was had by everyone, 
both visitor and vendor alike. And, an especially good 
time was had by the lucky door prize winners. On 
Saturday, Ken Frederick of Duncansville, PA, won the 



The Open Houses drew quite a crowd for evening partying. 


520STFM color system donated by Atari Corporation. 
Anton Lane of Washington, D.C., won a Calamus 
package, complete with the accompanying font editor 
software, donated by ICD Software. The big winners on 
Sunday were Oscar Hawkins of Fairfax, VA, who won 
the 20 megabyte hard drive donated by ABCO, and 
Michael Eaton of Alexandria, VA, who won the SX212 
modem package donated by Orion Micro Systems. In 
addition to those main door prizes, raffle numbers were 
called off two or three times each hour for a continuous 
stream of door prizes. 

I understand that planning is already under way for 
AtariFest ’90. If it is anywhere near as successful as this 
year’s (and there is no reason to doubt that it will be), I 
have some very practical advice. Get plenty of rest the 
week before the show and either wear very comfortable 
shoes, bring your roller skates with you or, better still, 
rent a golf cart to ride around in!! 
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The Morning After: What Did Atarians Think About the Fest? 

Here are some reactions posted on GENIE following the 9 89 Atarifest. 


Message 215 Sat Oct 07, 1989 TOWNS at 20:19 EDT 

Hello? Any news from DC? Looking forward to reports... 

Message 216 Sat Oct 07, 1989 M.MCCANN2 at 22:44 EDT 

Yes, John l am just back from the show; only went the one day 
(sat.). It was interesting. Definitely bigger than last year, now there is 
a second vendor room a good distance from the first, down some 
stairs, slowly moving in the direction of Comdex in size and need for 
roller skates. Highlight of the show, for me at least, was Ralph’s 
seminar. If anyone taped it, a transcript would be a real laugh riot. Sig 
was there, and, well, if the jokes weren’t of such an inside (Atarian) 
nature, those two could take the comedy act on the road. 

Message 218 Sun Oct 08, 1989 J.FRANK2 at 20:29 EDT 

We got back from the WAACE show a little while ago. We went 
both yesterday afternoon and a couple of hours today. This is our 
third one and was by far the one that we had the most fun at. We got 
to see the new Portfolio. Stacy was up and running with 4 megs of 
memory. It weighs around 20 lbs. and this one actually had Stacy4 on 
the front. It was nice meeting Darlah, Sandy and Jeff. It’s nice to put 
faces with names. Saturday’s attendance was said to be around 2,500 
but a lot of people didn’t register. Thanks to J.D.Barnes, Joe Waters, 
and the 7 guys from Canada who had hospitality rooms before and 
after the banquet. We came away with a lot of good feelings about 
Atari. We saw a lot of neat things at the Fest by developers—Image 
Systems’ card that will run any large screen monitor, Fast Technol¬ 
ogies accelerator board, a new video program that will let you put 
text onto your videos and a new terminal program that uses a virtual 
screen called Stalker. All in all, we had a great time and, if you didn’t 
go, you missed something good. Joe and Deanne Frank, Franklyn 
Graphics 

Message 220 Sun Oct 08, 1989 DARLAH [RT~SYSOP] at 23:22 EDT 
The show was well attended. I was impressed with the quality of 
the show this year,. It was a pleasure to meet everyone. There are 
way too many people to name, but you know who you are. We 
should be getting AccuSoft online soon. 

Conferences were well attended and, yes, Ralph’s conference 
was something else. It made me laugh. I needed that. I would love a 
transcipt from this one. 

Gordon lost a machine thanks to the airlines with PC SPEED 
installed. They were selling it at the show. Good old airlines. 

Nathan was demoing Calamus to a packed crowd. 

Dorothy was showing her education wares in the education 
room. She gave a talk on Saturday that I missed ... sigh. 

Vendors were doing a brisk amount of business both days. I 
by-passed the vendors the first day. due to the crowds. 

The banquet was very enjoyable. The food was decent and the 
company was fine. For having to do two talks in one day, Sig did 
great. Should I say two ... I almost forgot his talk with Ralph. 

It took me a long time to get around the show. It was spread out 
more than I liked. It took me a long time to find the midi room and I 
don’t think I ever found the telecommunications room. 

It is late. I am still thinking of the show. Had some tired moments, 
some warm moments. It was great to meet people. I fell asleep on 
the plane thinking of the show and the weekend. When my brain 
engages, I will add more. 

Message 229 Mon Oct 09, 1989 DARLAH [RT~SYSOP] at 16:41 EDT 
To add more on the show ... one could hear clicks each day ... 
everyday Double Clicks advertising device was a hit. I even caught 
myself playing with it. 

It is unusual for me not to get to talk to mostly everyone, but I 
must admit I didn’t. I missed people and it was easy as the show was 
spread out. You could lose someone for an afternoon if you did not 
have a checkin point. The second day was easier as you did not have 


the [activity] rooms available.... 

Dave Small had the Stacy and Stacy had crowds around her. I 
wish they would get this out to market as they need it.... 

The midi room looked like it was getting its fair amount of 
crowds. I drifted in with Dot, but did not stay. The latest TOS was on 
sale at the show. Looking at the vendors tables, I realize I have a long 
way go to owning most software that interests me. That is nice to 
see. More news as my brain allows.:-) 

Message 233 Mon Oct 09, 1989 DIPLOMACY-1 [Pete] at 20:57 EDT 
....the appearance of STacy (4 megs of RAM no less!) with 
Spectre GCR was nothing short of awesome. One of the Atari reps 
had a Portfolio, too, and I was quite surprised to find the little screen 
to be far better than I thought it would be. Its not fantastic, but very 
workable and easy to use. Both STacy and Portfolio were also VERY 
solid and well constructed, no cheap plastic on these babies. I was 
also introduced to a lot of great software that I quickly bought after 
being impressed with the demos and the designers, including DC 
utilities Squisher et al pack, £7-Cia/—and outstanding math program 
done by J. Andrzej Wrotniak (which I traded a few Polish greetings 
with), Turbo ST, which I heard a lot about, but didn’t think I needed 
it—until I saw it in action! I have a blitter and this program still speeds 
things up a LOT! I also bought a neat So/ar System program and 
Geography 72//^grabbed my eye. Red Storm Rising sold very well at 
all the booths and Millenium 2.2 sold out completely! I picked up 
Gauntlet HdX a great price as well as OmniTrend’s new Universe III. 

Message 237 Mon Oct 09, 1989 J.ALLEN27 at 22:26 EDT 
That was a REAL nice show!!!! 

Lots of great people, I am glad we went. The hopitality suites 
were sweet indeed, and REAL Canadian beer is a delight. 

The WAACE people deserve a BIG pat on the back for a job well 
done. I for one will be there with bells on next year. 

Many thanks to Atari for the STacy and their support, Bob Brodie 
and Sig were a delight and added a lot to the show. So did the crew 
from GEnie, a nicer bunch there ain’t. 

Message 245 Tue Oct 10, 1989ISD [Nathan] at 09:54 EDT 

I also enjoyed the show. I do not recall the last time I was at a 
better organized event and I have definitely been at worse. This is at 
least your third excellent show in a row J.D. Quite a record. 
Congratulations for a job well done. 

Message 248 Tue Oct 10, 1989 BOB-BRODIE at 16:26 EDT 

Let me add my kudos to the ones already posted. John Barnes 
and the entire WAACE organization are due tremendous accolades 
for their work on this show. Unfortunately, I was pretty well stuck in 
Atari’s booth. I missed a lot, I’m certain. Although, I did get to meet a 
lot of people, and add faces to names that I have seen for a long 
time! I, too, learned a LOT about putting on a show (from Atari’s 
perspective AND the groups!) and think that we all accomplished a 
lot. The behind the scenes meetings/gatherings, like meeting with 
user group officers on Sunday, while the developers were meeting up 
in Ralphs room. Like dinner with Jeff, Nathan, Darlah, Sandy, and 
Gordon. Truly a great time! 

And the spirit of cooperation was wonderful. Ralph Mariano 
helped me get the Atari booth set up, at a point l really needed the 
help, too!!! THANKS, Ralph!!!!!!! Darlah videotaped Sigs conference. 
Gotta check the tape, soon. Jeff and I had a ball just getting to spend 
time together! And then Sandy Small taught me the fine points of 
meeting the public on Sunday, while they showed the GCR on Stacy 
in our booth. Dinner on Sunday with the AIM publishers, Bill & Patty 
Rayl, after they helped with the tear down of our booth. And shared 
the banquet table with the gang from Gribnif Software and Nevin 
Shalit. 

GREAT PEOPLE!!!!!!! GREAT TIMES!!!!!!! 
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WAACE Desktop Publishing Contest 


By Wm. Price 

The Washington, D.C. Area 
AtariFest proved to be another 
successful weekend of all—things— 
Atari. A number of users came from 
states along the Atlantic Coast, and 
equally wide-spread were contes¬ 
tants in the Desktop Publishing 
Contest. Entries came from Califor¬ 
nia, through the Midwest, Canada, 
and along the East Coast. Most 
entries were in the commercial 
group and were of superb quality 
reflecting the professional support 
provided by an ST and the variety 
of software available. 


The First Prize winner was 
Dianne Franklyn of Fredericksburg, 
Virginia, who submitted two out¬ 
standing entries: a menu for the 
Fuji-ya Restaurant and a display 
real estate advertisement for Lati¬ 
mer Homes. Both were executed 
with PageStream and produced on 
the Atari SLM804 laser printer. An 
imported font was used for the 
menu design. Both entries were 
well crafted and produced in high 
quality graphic output. Dianne 
received 24 hours of free time on 
GEnie that can be used at her 
leisure. 

Second Prize went to Rosser 
Turner of Suffolk, Virginia. Rosser 


also used PageStream and the 
laser printer to produce a menu for 
the Horseshoe Cafe. The layout is 
well executed and it again reflects 
the high quality that can be pro¬ 
duced with an ST system. Rosser 
received the newly released set of 
Double Click utilities for the ST. 

Honorable mention goes to 
Gregory Kopchack of Florissant, 
Missouri. His entry was highly 
unique. A multi page family genea¬ 
logy was produced with Timeworks 
Desktop Publisher ST. The content, 
format, page layout, and typogra¬ 
phy were of excellent quality. Greg 
received a one year subscription to 
Current Notes. 


Producing the Fuji-Ya Entry 

by Deanne Prank, Franklyn Graphics 


I own a desktop publishing 
company in Fredericksburg, VA. Fred¬ 
ericksburg is a small city, the newspa¬ 
per has a circulation of around 40,000. 
I have been doing DTP for almost a 
year and a half. The road starting out 
has been a rocky one as it is in every 
new business, but my company has 
gone from a part-time to a full-time 
job for me. My husband, Joe, is a 
foreman at a commercial printshop 
and a journeyman pressman. Without 
his keen eye for detail and what he 
knows will reproduce well, I would 
not be where I am today. 

It was a day back in May of this 
year, after a couple of months of 



passing out flyers and cards trying to 
drum up business that we got the 
Japanese menu as a job. We thought 
for sure that someone must have 
overheard us as we had just gotten 
back from a discussion with a local 
printer about the font Oriental. We 
had asked the printer if he had ever 
had any jobs that needed such a font. 
He, of course, said he never had a call 
for that font. We came home, howe¬ 
ver, to find a message on our answer¬ 
ing machine from a restaurant called 
Fuji-Ya. 1 went to the restaurant to see 
what she needed. She handed me their 
dinner menu and stated that she 
needed a take-out menu from the 
items off the main menu. The dinner 
menu had been done in Helvetic- 
-nothing special about it. 1 convinced 
her to let us try Oriental, as it would 
give the menu atmosphere. The pro¬ 
blem was that Oriental is a display 
font and needed another font to com¬ 
plement it. After trying several selec¬ 
tions, we decided on Avant Garde as 
the second font. 

A second problem was the Geisha 
girl and the Japanese writing on the 
front. They were on the dinner menu 
in red ink. We took the menu to a 
local IBM dealer, had him make a 
xerox copy of it to make it black, and 
had him scan and save it in a pcx 


format, because we did not own a 
scanner. We loaded them into Touch - 
Up and did alot of rework because 
they had scanned them at 75 dpi. 

We set up the pages on four 8 1/2 
x 11 pages instead of 8 1/2 x 14 
because our NEC has problems in 
printing legal size in Pagestream. The 
finished size of the menu is 8 1/2 x 7. 

At the time, we had a 520ST with 
an upgrade to a meg, a Supra 30 Mb 
hard drive, Touch-Up, PageStream and 
a NEC LC-890 Postscript Laser Prin¬ 
ter. We would like to thank Current 
Notes and WAACE for having the 
contest. We felt it was a great 
accomplishment to have won. 
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STARTING 

BLOCK 

by Richard Gunter 


CodeHead 
Utilities Disk 


Here we go again, another soft¬ 
ware review! I promise I won’t do 
this next month, OK? However, I’m 
a sucker for utilities, and when Our 
Editor asked me to examine the 
CodeHead Utilities package, I 
couldn’t refuse. Glad I didn’t. 

CodeHead is a fairly new com¬ 
pany, but they’re establishing a 
reputation for innovative and reliable 
products. The blurb on the back of 
the manual calls this “a collection of 
useful programs and accessories.” 
A true statement. 

Speaking of the manual, it’s well 
done, which is almost a surprise 
these days. Use of the programs is 
well covered, and everything is easy 
to find. Good job there. 

The disk contains ten commer¬ 
cial programs, two shareware, and 
two freeware. I shan't discuss the 
shareware and freeware. Since they 
are available from other sources, 
they wouldn’t be a reason to buy 
the disk. 

By the way, I was told (not by 
CodeHead) that earlier versions of 
some of these utilities had been 
released previously, as freeware, 
etc. The manual confirms that, but 
asserts the commercial versions are 
more elaborate. 

Art Gallery 2.0 

This program can be run as a 
desk accessory or as a program by 
changing the file extension to 
”.ACC” or ”.PRG”. Basically, it’s a 
picture display/slide show program 
accepting Degas, Neochrome, Tiny, 
Spectrum, and Art Director formats. 

Degas users may be interested 
because it can be used to import 
non-Degas formats (except Spec¬ 
trum) into Degas Elite. In addition, 
the import mode is said to be as 
much as eight times faster than 
Degas Elite when loading Degas 


format. Not being a Degas user, I 
didn’t test the import mode. 

As a slide show/display pro¬ 
gram, Art Gallery is adequate, but 
limited. It supports all the stated 
formats, but not if they are inter¬ 
mixed. One picture format at a time, 
please. It won’t display high-res 
pictures on a color monitor. Nor 
does it have a script facility. It’s kind 
of interesting to run a slide show 
with an accessory though. 

AUTO Organizer 

Auto org is a neat little utility 
that can change the run order of 
programs in your AUTO folder. It 
saves you the trouble of laboriously 
copying programs one by one every 
time you add something to the 
autorun list. It won’t mess with non¬ 
program files, but that’s fine; they 
don’t affect the run order anyway. 

The user interface is clean and 
clever; it splits the screen into two 
sections, showing the files in their 
current order, with the active pro¬ 
grams in inverse video. Click on 
one, and it disappears from the top 
section of the screen, reappearing 
in the lower section. Repeat until 
finished. You also get a second 
chance prompt allowing you to bail 
out. This one goes into my personal 
toolbox. 

CapsLock 

A mildly annoying thing about 
the ST is that it has no positive 
indication of whether the Caps Lock 
key is engaged. (This is the key that 
switches all letters to upper case). 
On many other systems, there’s 
some sort of indicator, such as a 
keyboard LED. 

CAPSLOCK is an accessory that 
puts a little arrow in the upper right 
corner of the screen as a substitute 
for the missing indicator. The arrow 


can be turned off (disengaged) or 
moved to the left side of the screen 
by running the capslock accessory 
from the GEM menu bar. I’d like to 
see a configuration save feature, so 
I could boot with the indicator in¬ 
itially on the left (or disengaged). 

CodeCopy 

This is one of those dangerous 
utilities. There are no “do you really 
want to do this” alerts. Hit a key, 
and bam! It’s off to the races. You 
can wipe out a floppy disk faster 
than a breeding rabbit with this 
thing. 

I love it! When I make a dupli¬ 
cate of a floppy disk, I want it to be 
an exact duplicate, with no mis¬ 
takes. I’m picky that way. 

CodeCopy reads an entire (un¬ 
protected) floppy disk into memory, 
remembering the format as well as 
the data, and computes a checksum 
of the data. It can then format, write, 
and verify as many copies as you 
need without rereading the original. 
The verify step reads the copy back, 
recomputes the checksum, AND 
compares the data. The buffer con¬ 
structed from the original disk can 
also be stored as a file, permitting 
you to make more copies later. Not 
real speedy, but comfortably certain. 

The saved file format can only 
be processed by CodeCopy. Thus, 
you can get at the data only from 
the original floppy, or a dupe of it. 
This is not a vehicle for archival 
storage. 

CodeCopy’s really designed for 
someone like the CodeHead people 
themselves, to mass-produce dis¬ 
tribution disks. It also has possibili¬ 
ties for club librarians, and 
paranoids like me... 

A new feature has been added 
to CodeCopy in Version 1.1. You 
can read the contents of the Code- 
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Head ramdisk, save in CodeCopy 
format, then use the saved file to 
initialize the ramdisk on the next 
boot, with a program like Code- 
Head’s Hotwire. Nifty. 

CodeHead Ramdisk 

What? Another ramdisk pro¬ 
gram? Yep. This one is a reset- 
proof ramdisk; CODE-RAM goes 
into the AUTO folder, and is sup¬ 
posed to withstand anything short of 
a cold boot (e.g., turning the com¬ 
puter off). Unlike some “eternal” 
ramdisks, it doesn’t require a 
second boot each time it installs 
itself. A catastrophic software crash 
can clobber it, but you can’t have 
everything. 

CODE-RAM gives you an 
opportunity to select among several 
preset ramdisk sizes. It can also 
save the configuration so you don't 
have to specify the parameters 
every time. When run from the 
desktop, it lets you force a cold 
boot to get everything started—a 
nice feature. Finally, being an auto¬ 
run program, it doesn’t eat up a 
desk accessory slot. I’ve been using 
it regularly for several weeks now 
with no problems. Another solid 
program. 

CodeHead Print Spooler 

I didn’t test this one; I use the 
SLM804 laser printer with the Diablo 
Emulator, and print spoolers don’t 
seem to work with that combo. 

Pont Tricks 2.0 

This desk accessory allows you 
to replace the ST’s screen character 
set with an alternate font (several 
supplied). The fonts are Degas Elite 
fonts or ports from an eight-bit 
Atari. With an Epson-compatible 
printer, one is supposed to be able 
to print in these fonts (with the 
desktop Print function). 

Several of the fonts supplied will 
only work in monochrome, so I 
couldn’t look at them. Others are 
pretty exotic-looking. I must admit 
that I can't get excited one way or 
another about a program like this; 
mostly because I find the standard 


system font to be quite readable, 
and that’s all I care about. 

Lens 

This is, admittedly, a toy. Load a 
picture and smear it up by cutting 
out a section; then, using the mouse 
to drag it around, paint over the 
original image. Since the contents of 
its “brush” are always taken from 
the screen, dragging over the ori¬ 
ginal area causes a sort of feedback 
condition, or recursion effect. 
Amusing. 

Zerodisk 

Another useful utility for my 
personal toolbox, this one lets you 
erase the contents of a floppy disk 
almost instantly. Like any format/ 
erase operation, this is somewhat 
danger-prone; the manual clearly 
explains this, and the program gives 
a second chance to avoid disaster. 

MultiFile 

The biggie, and probably the 
main reason for the disk’s release. 
It’s a feature-laden file manipulation 
and copy utility with a rather unique 
flavor. I found it took some practice 
to get used to, but I like it. 

The figure shows the main 
screen and the smaller window 
brought up by pressing the <HELP> 
key or clicking on “MORE.” The 
main viewing area shows files and 
folders in the “source” folder. 
Assorted function buttons are dis¬ 
played at the bottom of the screen. 
You can work 
most everything 
with a keypress 
or the mouse, 
and set function 
keys for direc¬ 
tory paths. 

Virtually all 
file operations 
are provided in 
this program; 
there’s so much 
that several 
secondary win¬ 
dows are 
needed to get it 
all in. 


The rodent is active practically 
everywhere. For instance, click once 
on a file name to “select” it for a 
subsequent operation like copy. 
Click twice, and up comes another 
window. From here, you can change 
file attributes or display a text file. 
Click on a folder name in the path 
display (top of the main screen), 
and it closes, moving up a level. 
Click on a folder name in the source 
display, and it opens (automatically 
added to the path as well). 

And more, including the ability 
to run as either a program (from the 
desktop) or as an accessory. Lots of 
features! 

The CodeHead folks have men¬ 
tioned an upcoming successor—a 
program called MaxiFile. I don’t 
think they’ve left much out of the 
current program, although I’d like to 
see one addition: the ability to copy 
(or move or delete) an entire folder 
and its contents (with automatic 
handling of lower level folders). 

CodeHead’s upgrade policy is 
very fair—return your original disk 
with a modest fee. They’re active on 
CompuServe (ATARIVEN forum), 
and are very responsive folks, glad 
to hear user feedback. Refreshing. 

Bottom line: A well-done pack¬ 
age, worth the investment. 

/CodeHead Uti/ities, $29.95 from 
CodeHead Software, PO Box 74090, 
Los Ange/es, CA 90004. Phone: 
(213) 386-5735.J 
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M’Lord Trebor returns from 


THE TROUBLED 
TIMES OF LORE 


The maracas chatter of cicadas 
waned with the coming of crepus¬ 
cular light. Blue flourescence that 
had seen me through yet another 
computer role-playing game blen¬ 
ded into the early sunlight: I turned 
everything off, and placed the rule- 
book I was using, spread and spine 
up (so as to keep my place), on the 
cloth covered printer. Together with 
a few other fantasy manuals placed 
likewise, they seemed as small tents 
where, perhaps, a party of tiny 
adventurers had holed up for the 
night. I, on the other hand, had kept 
watch at the monitor, another of 
Mitty’s progeny trying to push the 
envelope of fantasy game obses¬ 
sion. Pressed past sleepiness, I felt 
a numb tingling all over, like being 
tickled on a callous. This strange¬ 
ness brought with it the aura of an 
avocation past, that of a late-night 
college disk jockey, and of a sleep- 
deprived hallucination: I had once 
interviewed a bottle of beer, on-air. 
The experience was palpable again. 
Such were the circumstances when 
he—M’lord Trebor—appeared to 
me, as he had several times before. 

He sat on a stout box of paper¬ 
backs meant for the attic, and 
leaned with some resignation 
against the wall. He was gaunt like 
Ichabod Crane, but stately and 
supramortal, the way Charlton Hes¬ 
ton was made-up to play a Moses 
who had, at last, spoken to God. A 
rather haggard adventurer he was, 
one part Washington Irving’s mind, 
one part DeMille’s; one part your 
mind, one part mine. 

“You remind me of a verse in 
the New Testament,” I said. “He will 
come when you least expect it.” 

“There’s been little need of late 
for counsel,” said Trebor. “Most of 


the quests ascribed to Atarian 
adventurers have been rather tame 
affairs, not that they’ve been with¬ 
out merit. But there hasn’t been a 
formidable challenge in awhile. 
Scribes like yourself have called 
this latest epic, Times of Lore, a 
beginner’s quest. With that bit of 
advice in mind, I declined the trek 
myself, and sent a neophyte out to 
restore the land of Albareth to tran¬ 
quility.” 

“Hey, you missed some great 
scenery.” 

“Oh, I saw, my friend. I saw. The 
neophyte came back to me, beaten, 
worn, and nonplussed. I had to 
make the trip after all.” 

Having straightened up to say 
this, he again leaned against the 
wall, and seemed to further find his 
own space within it. Such is the 
perceived texture of those who 
cross planes. “The trammels of that 
land, young scribe, have been con¬ 
founded beyond its creator’s 
design.” 

“What’s the problem there?” 

“First, I’d like to relate some of 
my more affectionate observations. 
This is a beautiful world to adven¬ 
ture in, and I don’t wish to under¬ 
mine that fact by emphasizing its 
problems. I am not long from it, 
and I still have something of the 
sense of being a guest there; some 
protocol is due.” 

“Well, M’lord, let me give you 
my impressions; I’ve traipsed its ter¬ 
rain some, too. Times of Lore looks 
like Gauntlet gone outdoors. It’s like 
Ultima on a somewhat larger scale, 
with superior graphics. There are a 
lot of nice touches, artistically. I 
especially like the ocean waves 
upon the western shore. The game 
world is large, and full of geographi¬ 


cal variety. Combat and magic are 
also like Gauntlet. You find scrolls 
and potions that can be used only 
once to heal yourself or deal with 
monsters. There are only a handful 
of monster types; that disappointed 
me. Still, it seemed an attractive, 
easy-to-play CRPG, at first 
glance.” 

“At first glance. Ahh. I, too, was 
charmed by the Froth and Slosh 
Tavern in Eralan, where you begin. 
Then I made my way north, to 
satisfy the first task. During that 
trek, I took notice how obtrusively 
loud my footsteps were compared 
with other sounds. I then realized 
that the atmosphere of the land 
was denser than I was used to. One 
moves like the wind in Ultima’s 
Britannia; here, I was laden with 
lead.” 

“It scrolls a tad slowly,” I said. 
“Good thing you didn’t try the Euro¬ 
pean version that came out about 
six months ago. It was impossibly 
slow. Origin’s stateside program¬ 
mers got it moving at an acceptable 
rate, but they did so by chopping 
the graphic window’s size by nearly 
half.” 

“Yes, I would have preferred a 
greater range of vision, especially 
north and south. Approaching 
monsters are upon you im¬ 
mediately in those directions. Still, a 
petty grievance. It was after I had 
accomplished the first task that the 
great disturbance occurred. As you 
know, one’s progress can only be 
recorded at an inn, as in The Bard’s 
Tale. Saving the game, I believe you 
call it. I was heading south back to 
Eralan to do so when that most 
dreaded of all spells, the Crash 
Curse, blanked my vision, and 
brought me back to my last point of 
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recorded progress. Six times this 
happened during my journeys 
through Albareth. I tell you, if that 
had happened in the bard’s Skara 
Brae, I would have left that land to 
its own miserable demise. No won¬ 
der my neophyte was vexed so.” 

“Though I’m saddened to hear 
that, M’lord, I’m not surprised. Im- 
agitec, the Old World sorcerors who 
coded the ST version, served up a 
plate of spaghetti. The European 
version crashes consistently.” 

“Even this I could withstand, 
though I suspect the frustration 
could be too much for a beginning 
adventurer. On I travelled, 
to Ganestor and Lankwell. 

The events that unfolded 
in those two towns made 
me realize that a marvel- / 

ous story exists in 
Albareth. I was being 
drawn into the quest in 
that way we all hope to be 
when I came upon yet 
another undue obstacle in 
my course. Quite simply, I 
ran out of money and 
came to an impasse. 

Nothing can be purchased 
in Albareth but food and 
lodging, for the most part. 

I needed a scroll to 
accomplish a task, and 
scrolls and potions can 
only be obtained by kil¬ 
ling monsters. For over 
two hours, I slaughtered 
creatures outside Ganes¬ 
tor, ducking into huts 
often to heal up. It was 
laborious, indeed. But 
never among the spoils was a scroll 
or potion.” 

“That was two real-time hours, I 
assume. Yes, I heard from a play- 
tester at Origin that the randomizing 
routine for treasure in the ST version 
was weighted towards food, then 
gold, which made the appearances 
of scrolls and potions far too 
scarce.” 

"I finally had to begin the quest 
anew. And so, my strong advice to 
all who attempt this journey is to 
accomplish the first task, talk to the 
Regent, then take the reward 


straight to Lankwell and purchase 
the magic axe. It is like that 
enchanted piece of forgery I dis¬ 
covered on the path to Avatarhood: 
a distance weapon that returns to 
its wielder. But most importantly, it 
enables the adventurer in Albareth 
to accomplish the excessive killing 
that is sometimes required, without 
the lengthy stays indoors to heal. 
With the axe, my life was rarely in 
danger; it is, perhaps, too powerful. 
But things are worse without it.” 

I had never known M’lord Trebor 
to reveal anything about a quest 
without first warning the listener. His 



The tablet of truth: 
take tu*o and call me 
in the morrow. 


outright statement as to the axe’s 
location I took to be a necessary 
evil. From a waist pouch he pro¬ 
duced a small urn, the contents of 
which he rattled softly as he con¬ 
tinued. 

“So far, all of the difficulties I’ve 
mentioned pertain only to those of 
the ST order. There are two more 
difficulties; one venial, one poten¬ 
tially serious. The lesser problem is 
that it is all too easy to be mistaken 
as hostile by the townspeople.” 

“I know what you’re talking 
about. The problem is in the inter¬ 


face. It is a set of icons at the 
bottom of the screen, joystick-dri¬ 
ven. You must assure that the hand 
pointer is called up at all times when 
conversing. Otherwise, you may hit 
the joystick button for a certain rea¬ 
son, but inadvertently strike your 
interlocutor. If you do strike, the 
townsfolk will either attack or ignore 
you. As you get used to the inter¬ 
face, it’s less likely to happen. If it 
does, you can split to another town, 
return, and the good folk will have 
forgiven your transgression.” 

“Aye, but beyond that, there is a 
point where monsters begin to in¬ 
vade the towns them¬ 
selves. In the frenzy of 
battle, a peasant was 
sometimes slain, and I 
was made culpable. I 
would prefer a spell of 
immunity exist for the 
common folk. Yet, it is the 
Tablet of Truth that irked 
me the most. It is 
possessed of a most mis¬ 
erable magic, such that if 
you do not ask it the cor¬ 
rect question the first 
time, you will be left 
bereft of clues, and it will 
be difficult to proceed 
without restoring your last 
point of progress. To that 
effect, I proffer this: be 
very careful what you ask 
the Tablet. If it confounds 
you past your patience, 
look closely at your map, 
and remember that 
bridges are built for a rea¬ 
son.” 

“I’ll mark your words well, Tre¬ 
bor. After that, were you finally able 
to settle into the adventure?” 

“Yes and no. Another vexation 
presented itself, but by then, 
nothing could roil me. I was offered 
magic boots for a considerable sum, 
and had to vanquish monsters for 
over an hour of real-time, as you 
say. I then paid the fee, but no boots 
were given unto me. I would have 
tried to buy them again, but the 
offer was not made.” 

“I’m not sure what to make of it, 
but it is possible to buy the boots in 
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the European version, and they did speed scrolling 
greatly, thought it wasn’t as smooth as you might like. 
The bugs in the import were mostly in loading and 
restoring, so I wonder just what was and wasn’t possible 
regarding the game’s scrolling.” 

M’lord Trebor continued to swirl the bottle and its 
contents, as if it were a brandy snifter. I had an idea as 
to what it might be, but withheld inquiry, instead asking 
him more about the game. 

“What of dungeons, M’lord? Are there any subter¬ 
ranean structures?” 

“There are but two dungeons in all of Albareth, and 
they are both the kind of earthen domain that suits 
well the tyro. There is an initial onslaught at each 
entrance, after which, a newcomer can devote his 
efforts to exploration. It is a gentle introduction to traps, 
teleportation zones, locked doors, pits, and simple logic 
puzzles that we have come to know as the constituents 
of all good dungeons. I actually found them to be more 
entertaining than those found in Phan taste, if you 
consider that there are almost no monster encounters 
past the entrance.” 

“All told, M’lord, whaddya think? What’s the bottom 
line?” 

“I think that many adventurers of other orders 
must have enjoyed this quest. Even tired old warriors 
like myself can savor Times of Lore and its storyline, 
despite the lack of attributes or statistical detail. The 
music of the bard Martin Galway, of whom I know 
little, is splendid. There is about twelve minutes worth 
that is, unfortunately, confined to the title page and the 
illustrations in the prologue and ending. While the 
kind of problems that exist for the ST questor are 
dilemmas the veteran has seen and can withstand, I 
fear the crash curse and the niggardly dispensation of 
potions and scrolls will be too much for the novice. And 
that is why I have come. It is my hope that you will 
speak with your friends at Origin, and ask that they set 
things aright.” In saying this, he turned his eyes from 
the tiny urn, and looked at me. 

“That bottle that preoccupies you,” I said. “It is 
what I think it is?” 

“Yes.” 

“The Foretelling Stones of Rhyder?” 

“Yes. The first objective in Albareth.” 

“Then why ask Origin? Let’s consult the Stones.” 

“Can you read them?” 

“Yes.” 

“Your ken for this kind of lore has grown since we 
last met.” 

“I’ve had the time. Hand me the urn.” 

He passed the bottle into my hand. I shook it and 
cast the stones out onto the carpet. 

“What do the stones say?” 

For effect, I let the silence linger. I was bluffing, of 
course. I had merely seen the movie Willow, in which 
Billy Barty plays a wizard who “consults the bones,” 


then ad libs the interpretation using his own common 
sense. Trebor is not a student of celluloid wizardry, and 
it is good now and then to humble an adventurer of 
such stature. 

“The bones say little we don’t already know. 
Because the ST is, as one marketing monarch put it, a 
non-factor in the United States, the European scene 
has a great influence on domestic marketing. The British 
conversion was an unfortunate mess that Origin tried to 
clean up. But with their heaviest release schedule to 
date upon them, it was hard to justify in-house time on 
a domestic Atari release. To get it right would likely 
entail considerable rewriting. The game is playable-and 
enjoyable—especially to those who heed your advice.” 

“Ah, a familiar refrain: the plight of the second- 
class adventurer. But one thing. You said “bones” when 
you meant ‘stones.’ 

“Did I? Well, see what a lack of sleep will do to you. 
M’lord, it was good to see you again. There is much 
ahead of us: Hillsfar, Pax Tharkas. A return to Mount 
Anaias. Here. Here is your urn.” 

“I’m most impressed. Once again, well met. Now, 
I’m on to Hillsfar.” With those words, he evanesced, the 
overlapped cardboard flaps of the box he sat upon 
rising slightly with his fade. His manifestation, I realized, 
carried weight. So do his words. 
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Mac Resources, Part 3: 

Conclusion 

This month we conclude our 
three part discussion of Mac 
resources. Before we dive in, I must 
credit Sam Kass for the information 
he has posted on GEnie concerning 
ResEdit. 

Resource Creation! To start 
off, let’s create a brand new 
resource file. We can do this by first 
loading ResEdit and then selecting 
the NEW option in the pulldown 
menu under File. Let’s use the 
filename “ResTest” for the resource 
file we are creating. We can now 
select our first resource to add to 
the ResTest file (more specifically, 
the resource that will be added to 
ResTest’s resource fork). As an 
example, select the “ICN#” 
resource. If you remember, the 
ICN# TYPE is a resource that con¬ 
tains a list of icons. After selecting 
the ICN# resource, the window list¬ 
ing all of ResTest’s resources will be 
updated to contain the ICN# 
resource. Also, another window dis¬ 
playing the list of icons ICN# con¬ 
tains is opened. What, you don’t see 
any? Of course, we haven’t created 
any, we have only created a “tem¬ 
plate” for the list of icons, NOT an 
actual icons. OK? 

Now that our template has been 
generated, we need to create some 
icons. To do this, simply select NEW 
again from the File menu. A blank 
icon is created and the built-in 
ResEdit icon editor is opened to 


allow the icon to be edited. Go 
ahead and draw something. I like 
smiling faces. 

After you finish editing, you may 
want to change the icon’s ID num¬ 
ber. The application program uses 
the ID number to identify the icon 
when it needs to be displayed. 
Several pieces of information about 
a resource can be obtained and 
changed when the “Get Info” option 
is selected under the File menu. To 
obtain information about your icon, 
first select it, then select “Get Info.” 

The following information is dis¬ 
played when "Get Info” is selected. 

• Resource TYPE 

• Size 

• Name 

• ID 

• Owner 

• Sub ID 

Also the status of several attri¬ 
butes of that resource are dis¬ 
played. 

• System Heap 

• Locked 

• PreLoad 

• Purgeable 

• Protected 

Most of the information about 
the resource can be changed. The 
attributes control where, when, and 
how the resource is loaded into 
memory for processing. 

ResEdit Editors. ResEdit con¬ 
tains several editors for the various 
resources. If you think about it, a 
resource is just a bunch of numbers 
that are interpreted in some way. 
The information contained in the 
resource can be edited “at the gut 
level” by opening the General edi¬ 
tor. The general resource editor 
allows you to edit the resource in 
hex format (if you don’t know what 
hex is, don’t worry). All resources 
may be edited this way but it is very 
difficult to do. Only experts play with 
the general editor (eliminates me!). 

The other, more natural-to-use 
editors are the ones designed for 
each individual resource TYPE. You 
have already seen the built-in editor 
for icons. It as a window that 
opened and allowed you to easily 


edit the icon. There are several in¬ 
dividual resource editors built into 
ResEdit. When the resource is dou¬ 
ble-clicked for editing, the special¬ 
ized editor is used. If you hold down 
the Alternate key when double¬ 
clicking, the general editor is 
opened. 

Cutting and Pasting. 

Resources may be copied to the 
clipboard and pasted back into the 
resource fork using the CUT, COPY 
and PASTE commands listed under 
the Edit menu. Remember, when 
the resource is PASTED back into 
the resource fork, it is PASTED back 
with the same ID number that was 
used when it was copied. This could 
present a conflict with the other 
resource (i.e. two resources with the 
same ID number). Just remember to 
change the ID number by selecting 
the resource and using the “Get 
Info” option under the File menu! 

Changing the Resource 
TYPE. If you hold down the Control 
(Option on Mac) key when copying 
or duplicating a resource, a dialog 
box with a list of resource TYPEs 
will be presented. The new (or 
freshly copied) resource TYPE will 
be changed to the one selected (i.e. 
the new resource information will be 
interpreted differently). Don’t do this 
unless you are an expert! 

The End. I have finally hit the 
end of our resource discussions. 
I’ve learned a lot, I hope you have 
also. The best way to learn is to 
play. You’ll discover a lot about the 
Mac when playing with ResEdit. 

I’m not sure what next month’s 
column will be about, but it certainly 
will NOT concern resources. These 
past few columns have required 
considerable effort to dig into 
Apple’s “Inside the Macintosh” 
series and come out with a good 
enough understanding of resources 
to be able to write about them. 
Now, I need a good Mac program¬ 
ming project.... 
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The Junkyard 
Pussycat 



In Santa’s Workshop 

The Junkyard Pussycat wanted a preview of the 
goodies that hopeful Atarians could expect to find 
under this year’s. Christmas trees, so he disguised 
himself as an elf and sneaked into Santa Claus’ work¬ 
shop at a mysterious location near the North Pole. 
Unfortunately, the scruffy feline had forgotten that elves 
are congenitally allergic to cats. Our scribe’s cover was 
soon blown and he was tied up in Christmas ribbons 
and dragged into St Nick’s office. The old boy turned 
from his Macintosh keyboard and gruffly demanded that 
the Junkyard Pussycat state his business. 

JP answered with, “I was just trying to sneak a peek 
at the prospects for Atari users in the upcoming giving 
season.” 

At this, Santa’s face clouded over as he replied, 
“I’m a registered developer and they don’t tell me 
anything, let alone ship the stuff. Here, come with me.” 

Santa rose and beckoned me to follow him out into 
the warehouse. We had to avoid a crowd of oriental 
elves who were busily stacking Nintendo sets along one 
whole wall of the warehouse. We finally wound up in 
front of a pile of 8-bit hardware and software together 
with a stack of 520 STs. "That’s my whole inventory for 
North America,” said Santa. 

“What about that stuff over there?” asked the 
Pussycat as he pointed to a pile with “Froehliche 
Weinachten” stencilled on boxes of 1040s, laser prin¬ 
ters, Megas, and TT’s. 

“Sam Tramiel told me that I could do better 
unloading that in Europe. Can’t fight economic reality, 
you know.” 

“Look at all of that software!” exclaimed JP. 

“Look again,” said Santa. “The docs are all in 
German. I doubt that many North Americans could 
handle that.” 


“I can read it and I’d like a chance to try, but it’s 
true that others might be put off,” said JP, sighing." But, 
wait a minute. I just came from the WAACE AtariFest 
and there was plenty of good stuff to buy from the third 
parties.” 

“I’d like to hear about it,” said Santa. “But keep it 
short. It’s a small market and shopping days are 
disappearing fast.” 

Under $20 

But JP persisted, “First of all, let’s not forget the 
PD libraries. New things keep appearing at a nice 
steady rate. There’s something for everyone: utilities, 
games, art work. They’re only $4 apiece from the 
Current Notes PD Library.” 

“Well, I guess that’s no worse than sending 
someone homemade tree ornaments or cookies,” said 
Santa. 

“There are a couple of nice varieties of cases for 
holding diskettes. Best Electronics has a cute little 
power cord with two female receptacles. You can plug 
one into your CPU and the other into your monitor or 
maybe a modem. The possibilities are endless. This 
thing could revolutionize computer science by allowing 
you to plug many more gadgets into your power 
controller. And it’s only $10.50.” 

“Gee, I could use a couple of those. Still, you 
haven’t come up with anything really fundamental,” said 
Santa with a faint smirk. 

“We’re still in the small stuff,” replied JP. “I’m really 
sorry I didn’t have the time to pick up a belt buckle or a 
coffee mug with an Atari logo. There’s also an outfit 
named CompuAdd that sells A-B switch boxes for 
under $20 and they have gender changers, null 
modems and RS-232 testers for under $10.” 

“I get it. Nice little stocking stuffers,” said Santa. 

“Function Z is a nice little item that lets you make 
up labels for that row of function keys that’s always 
hiding obscure little things that make life easier. The 
Atari ST Book by Ralph Turner is good for those 
nagging questions that the beginning user may not 
have been able to dig out of the manuals,” JP added, 
almost out of breath. 

“That’s the spirit,” said Santa. “Give those folks 
something with an Atari stamp on it rather than this 
generic stuff.” 

$20 to $50 

“What about something for the gamers?” asked 
Santa. 

JP nodded, “But that stuff gets up into the $20+ 
price range. Just take a look at the fine print in the mail 
order ads for places like Joppa Computer and 1st 
STOP. You’ll see hundreds of titles. Everything from kid 
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games to adult entertainment. Read the reviews before 
you buy, though. The quality is a little uneven. I can’t be 
more specific because other guys handle the game 
department. A magazine subscription is a nice gift that 
pays dividends all year long. Current Notes, ST Infor¬ 
mer, and ST Express seem to keep their eyes on the 
ball.” 

“Okay, so you’re a power user snob,” said Santa 
“what have you got in that area?” 

JP realized he had Santa’s interest. “Utilities, 
utilities, and art work. El Cal, G+P/us, Hotwire, Multi- 
Desk, NeoDesk, Pro Copy, Flash, Fontz, Tempus //and 
any number of clip art collections. Some of this stuff 
actually makes it fun to bring up your desktop. Once 
again look at the mail order ads for ideas. Word Writer 
ST is also popular with those who don’t need Word 
Perfect. The quantity of software available for doing 
serious work cheaply is one of the best kept secrets in 
the Atari market. People tend to be dazzled by the glitz 
and the price of the new stuff.” 

Santa was taking notes at a furious rate, so JP 
continued with, “The Temp/icity series of spreadsheet 
templates might also be a good deal at $29.95 with a $5 
charge for upgrades to other products for registered 
users.” 

The Pussycat then replied to Santa’s question about 
something for hardware freaks with, “Monitor Master is 
something that hard core users find useful. I saw an 
Atari trackball for the ST in the Best booth at the show 
but I don’t want to be the first kid on my block with that, 
especially since it’s kind of big.” 

$50 to $100 

“How about toys for grown men and boys?” asked 
Santa. 

“In the price range between $50 and $100 one of 
the best is IddeoKey from Practical Solutions. It lets you 
convert a TV set into a low or medium resolution 
Monitor. This might be an alternative for those house¬ 
holds where the old man needs a monochrome monitor 
but the kids want to play games every now and then. 
We run out of game programs in this price range and 
we’re pretty much stuck with serious stuff. 

“Really big boys like to play with programming 
languages and there’s quite a bit in this area. My Polish 
buddy likes Prospero Pascal for GEM. GFA Basic 3.0, 
Hisoft Basic, the Hisoft C Interpreter, and DevPac ST 
are all worth a look. Check the reviews first, though. 

“Productivity software like Pha$ar, LDW Power, 
Easy Draw, Publisher ST, Superbase Persona! 2, and 
the like are gifts with lasting value. Athena //and Circuit 
Makers both useful and fun. Some people might want 
to play with the software version of PC Ditto just for the 
fun of doing IBM things on their ST’s. It’s a lot cheaper 
than the hardware product to arrive Real Soon Now 


even if it is slow. The artsy types seem to have fun with 
products from ANTIC’S Cyberfamily.’’ 

$100 to $250 

“We must be getting up into your price range,” said 
St. Nick, “after all, you’re just another big kid under that 
grizzled furry exterior.” 

“I’d like to see a 2400 baud modem. I think I’ve 
learned to read fast enough to just about keep up and it 
sure would be nice for prowling the electronic jun¬ 
kyards,” the cat smiled back. 

Santa parried, “I happen to know that your wife has 
you down for a couple of shirts and some sport 
clothes.” 

“I’m not too worried. Her taste is always good and 
she has a sharp eye for a bargain. We’re talking about 
other folks anyway,” said JP as he tried to get his 
marketing pitch back on track. 

“There’s more, though. Get your dealer to install 
Rainbow TOS and make sure he gives you a copy of 
the freeware utilities disk that goes with it.” 

“I thought your buddy Wrotniak panned that,” said 
Santa, looking puzzled. 

“He was looking at it from a different perspective 
and he was right in insisting that they should at least tell 
the common folk what it does. It does clean up a lot of 
things for the ordinary user, though,” JP interjected. 

Santa snorted back, “You guys can debate that on 
your own time. I’m sure your publisher wants you to 
generate some more traffic for the advertisers.” 

JP persisted, “ ViDi ST, the new real-time frame 
grabber from Rombo takes up where Color Com- 
putereyes left off. I’ve seen some neat stuff, but I 
haven’t really learned to use mine yet. Folks who are 
still struggling along on a single floppy drive really ought 
to get someone to put a second one under their tree. 
Calamus and Pagestream appear to have gotten the 
bugs out and people seem to be accepting them better 
as desktop publishing software. Word Perfect would 
make a nice gift for that someone who likes the top of 
the line. 

“Folks who bought their ST’s as game machines for 
the kids might want to invest in a monochrome monitor 
for the serious detail work." 

“There’s only a little bit that’s new in there,” said 
Santa. 

"True enough,” said JP, “but we do have some 
new folks in the fold and we need to get them up to 
speed. There’s also some stuff that’s too new to really 
be sure of yet.” 

“You must be referring to Spectre GCR and PC 
Ditto Hi' said the whiskered one. 

“Right,” said JP. “I saw the Spectre read Mac disks 
with my very own eyes at the WAACE show, pc ditto // 
must also be lurking out there somewhere.” 
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$250 and Up 

“What about this Portfolio thing?” asked Santa. “I 
wanted to give one to each or my delivery guys and the 
warehouse men.” 

"I saw it at the show. Atari folks aren’t too interested 
except as a conversation piece. Pull it out of your jacket 
pocket and say ‘Here’s my MS-DOS computer’ and let 
folks play with the keys a little. The thing that really 
pulled a crowd was the STacy, but there’s no way to be 
sure that it’s going to be out in time for Christmas. 
People would kill to get one, but the price is not even 
known yet.” 

“I’m afraid it would make quite a hole in the ground 
if it ever fell out of my sleigh,” said Santa, “and besides, 
high altitude and night navigation do not work well with 
liquid crystal displays.” 

JP continued, “There’s lots of more practical stuff, 
though. The Migraph scanner might tickle some fancies. 
Hard Drives keep moving along and we now have 
removable cartridge packs like the Toadfi/e 44 as well as 
the ICD Tape Backup unit. Give someone one of these 
and you give them peace of mind. Some developers 
have been able to get 
their hands on Atari CD- 
ROM drives, but the only 
disk is the one with the 
Current Notes library on it, 
unless you’re willing to 
shell out $500 for the IBM 
PD disk. 

“Memory upgrades 
are back within reason 
now and there’s a new 
crop of accelerator 
boards. The one from 
FAST Technology was a 
hit at the show. The man 
who has everything might 
want to hook two or more 
ST’s together with a LAN. 

“The Atari laser printer is a piece de resistance for 
people who have the necessary memory. PostScript 
capability for under $1,500 is not easy to come by. 
Couple that with the TeX software in the Current Notes 
library and you have a real winner.” 

At about this time Mrs. Claus walked in and said, 
“You boys must be thirsty. Let’s go get some nice hot 
chocolate,” as she led us off to the company cafeteria. 

Santa sat down after he had said his greetings to 
the numerous staff members. After he had lit up his 
pipe, he said, “I keep hearing that the Atari market is 
depressed and people keep waiting with nothing much 
to show for it. It looks like all you really need to do is 
look in the right places. Given the small number of 


machines out there it should be no surprise that it’s 
taken a while to develop add-ons and get them to 
market. It is a shame that LYNX game machine won’t be 
in very many homes this Christmas. They missed a real 
opportunity there. 

“The ST folks are getting pretty upset that their 
machines are slowly drifting behind the times after such 
a nice start as workstations. Even the Messy-DOS 
machines are starting to perk up and look a little nicer. 
Maybe next year,” he mused. 

I found myself nodding off. Had Mrs. Claus put a 
Mickey Finn in my hot chocolate as punishment for 
bothering her hubby in his busiest season? 

I awoke curled up in my nice warm bed with my tail 
tucked beneath my chin. A faint jingling of sleigh bells 
and a fading, “Happy Christmas to all and to all a Good 
Night!” were the only things tQ convince me that it had 
not all been just a dream. 

Help Your Local School 

Among the calls that flooded my answering 
machine just before AtariFest was one from Ann Lister 

of the West Springfield 
(VA) Elementary School 
PTA. The school needs a 
few items to round out its 
inventory of things for the 
school’s computers. She 
listed a modem, printer 
interfaces for Atari 800 
XL’s and 65 XE’s, and 
compatible printers 
(Apple Imagewriter II, 
Epson FX or LX). They 
would also like some 
computer carts. Call Carol 
Little at 569-2677 or Ann 
Lister at 569-6400 if you 
can help. 

In the conversation it 
turned out that the schools are moving toward Apple 
II e’s and that the Atari 8-bit machines, which were the 
computer of choice a few years ago, are not being kept 
up. This looks like a good opportunity for some of our 
users to make their presence felt. This particular school 
would, it seems, like to use 8-bit hardware for the 
students to put out a newsletter. Surely we have 
someone in the area who can advise them on the right 
software and help to check out their hardware. 

Atari parents should take an interest in what is going 
on in the schools their children are attending. Look for 
the hardware, discreetly inquire as to how it is being 
used, and offer to help with software or hardware if 
something is missing. 
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Order Line Only 
(800) 876-6040 

US, Pueto (Rico, Akufa {Hawaii, Canada 


Jo pp qCom puterPrdclucts 

111 Old Court Road , 


Information Line 
(301) 653-6040 

Order Status, Tcdmiad Support, etc. 


1st Word Plus 3.14 $59.95 

5 Star Pack (Combo) $29.95 

.ACCess! $18.95 

AD&D Heroes Lance $26.95 

AD&D Hillsfar $32.95 

Aaargh! $26.95 

Action ST (Combo) $26.45 

Alien Syndrome $25.95 

Altered Beast $26.95 

Apple MAC 128K ROMS $129.95 
Atari ST Software $20.95 

BBS Express 1.30 $52.95 

Backgammon $32.95 

Balance of Power 1990 $30.95 

Barbarian II $26.95 

Battle Chess $30.95 

Battlehawks 1942 $30.95 

Battletech $30.95 

Best Electronics ST Mouse $39.95 
Blood Money $25.95 

Blood Wych $34.95 

Borodino $37.95 

Calamus DTP $172.95 

Calamus Font Editor $59.95 

California Games $31.95 

Circuit Maker II $64.95 

Codehead Utilities $18.45 

Color Computereyes $178.95 

Computer Gde Solar Sys $29.95 

Computer Hits 2 (Combo) $27.95 
Concise ST 68000 Ref Gde $18.95 
Conflict: Europe $32.95 

Contriver ST Mouse $50.95 

Covers - Various CALL 

Cyber Control 1.1 $37.95 

Cyber Design Disks $19.95 

Cyber Paint 2.0 $48.45 

Cyber Print $31.95 

Cyber Sculpt $55.95 

Cyber Studio 2.0 $54.45 

Cyber Texture $31.95 

Cyber Texture & Sculpt $79.95 
Cyber VCR $43.95 

Desktop Publisher ST $79.45 

Data Manager Professional $99.95 
Degas Elite $38.95 

Deja Vu II $30.95 

Devpac ST version 2 $59.95 

Diamond Back 1.03 $24.95 

Digispec 1.22 $29.95 

Discovery Cart (Opt 0) $136.95 

Discovery Cart (Opt 2) $194.95 

DragonFORCE $32.95 

Drive Master $34.45 

Dungeon Master $23.95 

DynaCADD 1.42 $409.95 


EZ RAM II $104.95 

Epyx 500XJ Joystick $13.95 

Falcon $30.95 

Falcon Mission Disk $16.95 

Ferrari Formula One $32.95 

Hash 1.6 $19.95 

Heet Street Deluxe $119.95 

Hexcessory $22.45 

Fontz $22.45 

Full Count Baseball $26.95 

FunctionZ $17.95 

FunctionZ Supply Packs $9.95 

G+Plus 1.3 $21.45 

GFA BASIC 3.0 $59.95 

GFA BASIC 3.0 w/Compiler $84.95 
GIANTS Pack (Combo) $39.95 

Gold Rush $25.95 

Hard Drive Turbo Kit $37.45 

HiSoft BASIC $49.95 

HiSoft BASIC Pro $97.45 

HiSoft C Interpeter $59.95 

Hits Disk #1 (Combo) $31.95 

Hits Disk #2 (Combo) $31.95 

Hole In One Golf $19.95 

Hostage $28.95 

Hot Wire 1.3 $25.45 

HyperFont $31.95 

ICD Host Adaptors $94.95 

IMG Scan $57.95 

Indiana Jones Actn Game $26.95 

Indiana Jones Adv Game $32.95 

Interlink ST 1.85 $25.45 

Keith Van Eron Pro Soccer $22.95 

King of Chicago $16.95 

Kings Quest 1 /2/3/4 $30.95 

Laser C Compiler 2.0 $114.95 

Laser DB Debugger $49.95 

LDW Power $89.95 

Leisure Suit Larry II $3095 

Lombard RAC Rally $25.95 

Manhunter 1 or 2 $30.95 

Maniac Mansion (new ver) $32.95 
Mark Williams C $104.95 

Mark Williams C Debugger $43.95 
Mavis Beacon Type Tutor $32.95 

Mega Pack (Combo) $32.95 

MicroLeague Baseball II $37.95 

Millenium 2.2 $31.95 

Monitor Master $34.45 

MultiDesk 1.8 $19.45 

NeoDesk 2.05 $31.45 

NeoDesk 2 Icons $2.95 

Omega $30.95 

Operation Wolf $27.95 

PC Ditto $64.95 

PC Ditto II $242.95 


Pagestream 1.52 $119.95 

Phasar 3.0 $55.95 

Police Quest 1 or 2 $30.95 

Populous $34.95 

Populous: Promised Lands $18.95 
Powerdrome $26.95 

Precious Metal (Combo) $34.95 

Premier Collection (Combo) $37.95 
Pro Copy 1.6 $21.95 

Prospero C for GEM $124.95 

Prospero Fortran for GEM $124.95 

Prospero Pascal for GEM $94.95 

RVF Honda $25.95 

Red Lightning $39.45 

Replay 4 $79.95 

Revolver 1.1 $31.95 

Rick Dangerous $32.95 

Robocop $25.95 

Rocket Ranger $30.95 

ST Control 1.5 $50.95 

ST/ime 520/1040 dock Chp$44.95 
STAC $45.95 

STOS $40.95 

STOS Compiler $23.95 

STOS Maestro $34.95 

STOS Maestro Plus $99.95 

STOS Sprites 600 $23.95 

Sargon 3 $32.95 

Savage $22.95 

Signum Word Processor $119.95 

Space Quest 1/2/3 $30.95 

Spectre 128 $124.95 

Spectre GCR $215.95 

Spectrum 512 $43.95 

Speedball $25.95 

SpringZ (MegaTouch) $8.95 

Stalk the Market $49.95 

Star Wars Trilogy (Combo) $31.95 
Superbase Personal $49.95 

Superbase Personal 2 $91.95 

Superbase Professional $209.95 

Targan $25.95 

The Atari ST Book $13.95 

Story So Far #1 (Combo) $26.95 

Story So Far #3 (Combo) $26.95 
Their Finest Hour $39.95 

Thunderbirds $32.95 

Times of Lore $25.95 

Touch Up $119.95 

Touch Up wHand Scanner $419.95 
Triad Volume 1 (Combo) $37.95 
Triad Volume 2 (Combo) $31.95 
Turbo Jet $26.45 

Turbo ST 1.6 $32.95 

TV Sports Football $30.95 

Tweety Board $32.95 


Ultrascript ST-1 

$119.95 

Ultrascript Fonts 

CALL 

Unispec 1.1 

$36.95 

Universal Item Selector 2 

$13.95 

Video Key 

$67.95 

WERCS 

$30.95 

War Middle Earth 

$3,095 

Waterloo 

$32.95 

Word Perfect 4.1 (new ver) 

$139.95 

Word Up 1.30 

$48.45 

Word Writer ST 

$47.45 

Xenon II 

$32.95 

Zak McKracken 

$29.95 


Many ST Items In Stock CALL 

Atari SL {Hard Drives 

44MB Removable ST Systems 
44MB ST System $899.00 

44MB & 50MB 28ms Sys. $1279.00 
44MB & 65MB 28ms Sys. $1309.00 
44MB & 85MB 28ms Sys. $1399.00 
44MB & Cartridge Only $699.00 
Under Monitor ST Systems 


20MB 40MS ST System $495.00 

20MB 28ms ST System $525.00 

30MB 40ms ST System $535.00 

30MB 28ms ST System $555.00 

50MB 40ms ST System $595.00 

50MB 28ms ST System $625.00 

65MB 40ms ST System $655.00 

65MB 28ms ST System $675.00 

85MB 28ms ST System $705.00 

ICD Tape Back-Up System 
Back-Up System $775.00 


Back-Up w/50MB 40ms $1115.00 
Back-Up w/50MB 28ms $1145.00 
ICD FAST ST Systems 
ICD Fast 30MB 40ms Sys. $575.00 
ICD Fast 30MB 28ms Sys. $595.00 
ICD Fast 50MB 40ms Sys. $599.00 
ICD Fast 50MB 28ms Sys. $629.00 
ICD Fast 65MB 40ms Sys. $685.00 
ICD Fast 65MB 28ms Sys. $705.00 
ICD Fast 85MB 28ms Sys. $735.00 
ICD Fast 100MB 40ms Sys. $945.00 
ICD Fast 100MB 28ms Sys.$l045.00 
ICD Fast Case NO Drive $259.00 
NOTE: ICD Fast 50MB Systems 
Priced for November Only 

ALL our ST hard drive systems 
are ST ready, complete with 
cables & software. 

Hard Drive Systems add 3% 
for Visa/Mastercard 


VIDI-ST Digitizer $139.95 ICD Fast 50MB 40ms Sys. $599 Atari $F 314 DS/DD Drive $159.95 

Supra 2400 Modem $115.95 ICD Fast 50MB 28ms Sys. $629 Master 3$ DS/DD Drive $139.95 


Visa, {Mastercard, COD 
{P.O. 's Accepted 


Shipping Info: Orders of less than $100 add $3.00, over 
$100, exact freight charged. COD orders add $3.50. 
International orders freight + $2.00. Most western states 
orders shipped from California for your convience. 

${0 Credit Card Sure forges on Sofizoare/Accessories 


1Hours 

‘Business: 10AJM-7DM 
Order Line: 10A5d-9T9d 













Stuck 
in a 
Rut 

by Sam Wright 


Adventure 
Game Toolkit 


You’re in the fifth grade. New to the area, you don’t yet have 
any friends and your attempts at making some have proved 
fruitless. Everyone seems to be in his own clique already, 
leaving no room for you. That’s not to say you haven’t been 
noticed, however. The resident sixth-grade schoolyard bully 
has had an eye out for you (his other eye is dysfunctional 
from playing with toxic waste, as legend has it) from the 
second you stepped into the hallowed, graffiti-laden halls of 
P.S.25. 


Eleven-thirty. In line for lunch, you realize everyone in front 
of and in back of you has silently cleared the building. With 
the sudden sound of low, airy notes blown through an 
enamel-plated plastic recorder, in steps the bully, his shadow 
quickly following. 

You interpret the bully’s monosyllabic grunt to mean he 
wants your lunch money. Either that or he has to go to the 
bathroom. Choosing the former, you feel your pockets and 
realize your parents, knowing what’s best for you, planned 
ahead and bought you a lunch ticket, good for a month’s 
worth of lunches. Thanks, Momand Dad. 


The bully’s second grunt indicates you had better do 
something quick. 


That would be the beginning of my text adventure 
game had I the opportunity or discipline to sit down at 
the computer and begin writing. But it’s not only writing 
the game, it’s programming, and I hardly know enough 
about BASIC (much less any other language) in order to 
do my adventure game justice. 

I now have no excuse to keep putting it off. 


The Adventure Game Toolkit (AGT) from Softworks 
is now available in the Current Notes Library (CN #366) 
and will run on all Atari STs with at least 512K. The 
authors, David R. Malmberg and Mark J. Welch, have 
made the program available as shareware, asking $35 if 
you like it and regularly use it. In return, you’ll become a 
registered user, receive well-written hardcopy docu¬ 
mentation, and receive the latest version with award¬ 
winning adventure games. Finally, you’ll encourage 
them to continue their support of AGT. 

But what can AGT do? Simply put, if you’ve always 
wanted to write your own Infocomesque text adventure, 
AGTd\\ows you to do so with minimal pain and maximal 
pleasure. Unlike some of the commercially available 
adventure creators, you have total control over every 
aspect of the game. 

Because you write the adventure in the AGT 
language, you can customize it to your own liking. 
You’re not limited to what the program will allow you to 
do. Including living, breathing characters with whom you 
can interact is entirely possible. If the language doesn’t 
already support a verb, just add it, its synonyms, and its 
definition, and presto—a new verb. Even the Pascal 
source code to AGT is offered to registered users for 
$50. 

Best yet, because all AGT adventure games are 
written in plain, ASCII text, games can be created and 
played on the ST, IBM, and Macintosh when compiled 
and run under their respective versions. 

There are just three steps to creating an adventure 
game: write it in the AGT language, compile it, and run 
it. Of course, I’m simplifying the process greatly, but it 
really is that easy once you get used to AGT’s 
language. 

Programming isn’t difficult at all; it’s as easy as 
filling out a blank form. Just substitute the existing data 
with your data and you’re halfway finished! For exam¬ 
ple, the following subroutine will describe a typical room 
in the Bully Adventure: 

ROOM 55 

School Playground 

NORTH 56 (to the second half of the playground) 

WEST 57 (to the school cafeteria) 

EAST 60 (to the jungle gym bars) 

SOUTHEAST 61 (enter the game of kickball) 

END_ROOM 

ROOMJDESCR 55 

The playground is swarming with children your age. 
Unfortunately, they’re all swarming away from you. 

Most of the boys are to the southeast in a vigorous 
game of kickball and the rest are east hanging off the 
jungle gym bars. The girls have all congregated to the 
second half of the playground, playing hopscotch and 
jump rope. To the west is the cafeteria which, oddly 
enough, looks like a television studio. 

END_ROOM_DESCR 
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Truly, everything is self-explanatory. Room or loca¬ 
tion number 55 is the School Playground and the 
different directions take the player to different rooms, 
identified by numbers. The text inside the parentheses 
are comments (AGT treats anything it does not under¬ 
stand as a comment, so the parentheses could be 
REM’s or (* *)’s or ;’s or any other comment identifier of 
your choosing). Directions not listed will return “You 
can’t go that way” to the player. The room description is 
found between ROOM DESCR and END_ROOM_ 
DESCR. Other room characteristics can be added, 
including a help message. Up to 200 rooms can be 
created. 

A typical noun in the Bully Adventure might consist 
of: 

NOUN 200 

ticket 

lunch 

Your lunch ticket is here. 

SIZE 1 
WEIGHT 1 

NOUN_SYNONYMS card stub 
END.NOUN 
NOUN_DESCR 200 

It’s a green lunch ticket with twenty days listed, good 
for twenty lunches. 

END_NOUN_DESCR 

The object is “ticket” and the adjective is “lunch.” 
The fourth line is what the player sees when the object 
is lying on the ground. The size and weight of the object 
are specified (leading to if the object is too heavy or too 
big to carry), as are the synonyms for the noun. Many 
noun characteristics may be added, including whether 
or not the object is closable, drinkable, edible, lockable, 
movable, playable, pullable, readable, turnable, and 
wearable. Varying the features of objects leads to a 
more lifelike environment. Each adventure can hold as 
many as 100 objects. 

A description of the bully may be: 

CREATURE 300 

bully 

hairy 

The 21-year-old, sixth-grade bully is here. 

LOCATION 57 (in the school cafeteria) 

HOSTILE 

MAN 

CREATURE_SYNONYMS ape Butch hulk monster ox 

END_CREATURE 

CREATURE.DESCR 300 

The bully is approximately six feet tall, sports a cater¬ 
pillar moustache, and has battle scars running up and 
down the sides of his face. He’s wearing a tom Red¬ 
skins shirt and battle-fatigued shorts and socks. His 
boots are covered in mud and other similar-colored 


matter. He smells. 

END_CREATURE_DESCR 

The format follows the same process as the noun, 
with LOCATION being where the creature (in this case, 
the bully) starts off. Optional creature traits include: if 
it’s a thing or person (male or female), if it’s hostile or 
friendly, if it will follow the player, and other characteris¬ 
tics regarding how it will fare in fights with the player. 
One hundred creatures can be created. 

A number of other examples can be found by 
examining the source code of AGT-created adventures. 
To get a strong idea of the capabilities of AGT, you can 
play one of the many adventures available for down¬ 
loading on bulletin board systems and online services, 
or for a small fee from public domain libraries (there are 
several examples in the CN library). I’ve always found 
the best way to learn is through examples. Remember 
that you’re not limited to adventures created on STs. As 
long as the source code is available in uncompiled 
format, check out the IBM and Macintosh BBSes as 
well. 

That’s all there is to it! You can now be on your way 
to creating your very own adventure game. AGT con¬ 
siders these adventure games standard level. What 
boosts the quality of the game to the professional level 
are AGT’s meta-commands. 

Up to 400 meta-commands may be created and 
this is where your adventure game really gets the 
chance to shine. Essentially, meta-commands are pro¬ 
gramming statements dealing with conditions and 
actions. For example, if the player has drunk something 
causing him to feel sick and the weight of his combined 
objects is more than a certain number, you can cause 
him to drop everything he’s carrying, faint, and be 
transported to the backseat of an ambulance. Meta¬ 
commands can vary in complexity depending on the 
situations you invent. You are, as they say, limited only 
by your imagination. 

Once writing the game is finished, compiling con¬ 
sists of double-clicking COMPILE.TTP and entering the 
appropriate filename. AGT will take care of the rest, 
compiling and sorting your source code into separate, 
encrypted data files. Although these files are encrypted, 
the text is still readable. The frustrated player may not 
know how to get past a certain point in your adventure 
game, but he will be able to read what happens later on 
in the game. I would have preferred a more cryptic 
method of encryption. 

The data files and the included RUN.TTP program 
can then be grouped together on a separate disk for 
distribution (a $10 one-time charge is required for 
commercially distributing the RUN.TTP program). 

Softworks truly went all out in giving AGTgames the 
look and feel of Infocom adventures, and their sophisti¬ 
cated full-sentence parser permits even greater flexibil— 

(Continued on page 31.) 
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Hello again! I speak to you now 
after a thoroughly refreshingly 
successful WAACE Atarifest, feeling 
quite good about life in general. So 
many neat people to see! I even got 
to give talks on hard disks. Dave 
Small, Jim Allen, Sig Hartmann! 
Swell people were everywhere! So 
now, here we are again, and I will 
pick up where we left off last 
month—I had you convinced you 
needed a hard drive or a hard drive 
derivative, and how much you 
should pay. Now I want to concen¬ 
trate on features of hard drives, and 
how they affect you. 

How Much is 1.75 Inches? 

The physical size of hard drives, 
I find, is a truly mystical topic for 
some people—they can’t quite 
figure it out. I’m not sure exactly 
why this is always a stumbling 
block. Not to pick on the ones who 
have this disability, because I realize 
it’s genetic, but people call me up, 
wondering if 5.25” hard drives have 
built-in 5.25” floppy drives, and if 
3.5” hard drives have built-in 3.5” 
floppy drives. Of course, the answer 
is no. 

The real deal is this—and I will 
put this in historical, evolutionary 
terms so that the progression makes 
sense—first, there were eight inch 
floppy drives. Then they had very 
large (12” and bigger) hard disks. 
When home computers became 
more popular, 5.25” floppy drives 
became prevalent. When hard 
drives became available for home 
computers, they were made to fit in 
the holes left for or by 5.25” floppy 
drives. As time went on, 5.25” hard 
drives shrank to half their height 
(although some very large capacity 
drives are still available as full 
heights.) As computers became 
smaller, drives did too, and hard 


drives shrank, as floppy drives did, 
to a 3.5” size. 

So, now, what has distilled out 
of all that mess is half and full height 
5.25” drives, and half height 3.5” 
drives. The difference is the diame¬ 
ter of the disks used in the drives. 
Which is better? Well, each has its 
merits, and it is a tradeoff. 

The 3.5” drives consume less 
power, run cooler, but because of 
their smaller size, hold less data 
than 5.25” drives. Because they are 
small, they do offer a fair amount of 
mounting versatility. For instance, in 
the ICD FAST case, you can have 
two 3.5” drives, but only one 5.25” 
drive. In many other cases, howe¬ 
ver, you can have two 5.25” drives. 
Both 5.25” and 3.5” drives are 
designed to last basically the same 
amount of time. So, while I can’t 
give you a definite recommendation, 
one over the other, I can tell you to 
weigh these various properties 
based on your specific needs. 

Drive Life 

Let’s look a little more closely at 
how long hard drives last. Just to 
give you an idea, all Seagate hard 
disks are rated at 30,000-35,000 
hours mean-time-between-failures 
(MTBF). They are given a service life 
of five years, but you probably have 
a 50-50 chance of it lasting signifi¬ 
cantly longer than that. These num¬ 
bers hold true for most drives avail¬ 
able in the home arena these days. 

Drive Speed 

How fast is a hard drive? Well, I 
mentioned last time that drive 
access speeds range from 6 ms to 
85 ms (about 40 ms is average). 
Access time is the average time that 
it takes for the drive head to travel 
from wherever it is to wherever it 
should be. This has to do with the 


motor that is used to move the head 
and how it works. Cheap motors 
move the head slowly—more 
expensive motors move the head 
more quickly. As you can see, 
access time is not the thing that 
necessarily determines how fast 
your hard drive is in everyday life. If 
you have to do a lot of continuous 
drive access to many different files, 
where the head has to move around 
a lot, then access time will play a 
significant role in the speed. If, 
however, you have to read one big 
file for a long time, transfer speed is 
much more important. Access time, 
therefore, is only one of the aspects 
of a hard drive you should consider 
when considering speed. 

Transfer speed ranges from 
around 350 to 1000K per second. 
Average transfer speed is about 
400K per second. I would pay more 
attention to this than access speed. 
Of course, data rate is affected by 
access speed, and drives with high¬ 
er access speeds frequently are 
engineered to have higher transfer 
rates. People ask me about the 
difference between the Seagate 28 
and 40 millisecond access time 
drives of the same capacity (both 
the ST157N-0 and the ST157N-1 
are 50 meg drives but one has a 
40ms time, the other a 28ms time), 
and they both have the same trans¬ 
fer rate. Unless you do a lot of 
moving around from file to file con¬ 
tinuously, or are just a psychotic, 
the faster drive probably wouldn’t be 
necessary. 

SCSI, MFM, & RLL 

That’s what people THINK these 
popular hard disk protocols are cal¬ 
led. “So, you need the MFM con¬ 
troller for a MFM hard drive?” or 
“What does SCSI stand for?” or 
“RLL has higher capacity, right?” 
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SCSI, popularly pronounced 
“scuzzy,” stands for Small Com¬ 
puter Systems Interface. MFM is for 
Modified Frequency Modulation. 
RLL is for Run Length Limited. 

SCSI is what comes out of all 
ST host adapters (a host adapter 
converts from ATSCi (DMA) to SCSI) 
and hard drive controllers. Drives 
with imbedded controllers hook up 
through SCSI. SCSI is characterized 
by a 50-pin connection. 

MFM and RLL controllers con¬ 
vert SCSI to yet another protocol 
known as ST506/412. MFM is a 
generally reliable but relatively low 
capacity way to store things. You 
get 17 sectors per track, as a rule. 
RLL gives you 26 to 34 sectors per 
track, and is somewhat riskier 
because you are fitting more into 
smaller space. But drives that are 
certified for RLL should work reli¬ 
ably. RLL is faster than MFM. 


I won’t say too much about 
MFM & RLL as they are dying out as 
protocols of their own right now, 
perhaps to make a return when the 
technology changes a little. SCSI is 
currently where it’s at. Drive manu¬ 
facturers have discovered that im¬ 
planting a controller in a drive cuts 
down on cost for them and for 
everybody, as separate cards and 
cabling are not required. Seagate 
Technologies, for example, has a 
whole line of “N” drives (ST157N, 
etc.) which have built-in controllers, 
and are very fast (because they do 
not have to run through a separate 
controller). SSCI really does turn out 
to be more cost effective than RLL 
or MFM. The removable cartridge 
hard drives you’ve heard about 
(from companies like Toad Com¬ 
puters) use a SCSI-based SyQuest 
disk drive. The ICD FAST drives 
currently all use SCSI-based Sea¬ 


gate drives. Again, this is because 
of price and speed. 

That’s AU for Now, Kids 

Well, this should give you some 
more fuel for your quest for your 
perfect hard disk. Again, question, 
read, study, and react. Now that you 
have some more facts you can 
make more informed decisions. 
That’s pretty much all I want to talk 
about for now. Plus, I have to go to 
school. Being a full time college 
student and an Atari dealer simul¬ 
taneously can be a real trip some¬ 
times. 

So, next time, I will talk about 
building hard drives yourselves, and 
make some comments on host 
adapters and software for them. 
Until then, keep the homefires burn¬ 
ing... 


Stuck In A Rut - Adventure Game Toolkit (Continued) 


ity. Instead of waiting for Zork V, you can be on your 
way to creating it! 

And what of the outcome of the sixth-grade bully 
incident in the Bully Adventure? 

♦ ♦ ♦ ♦ ♦ 

The bully’s third grunt indicates you had better do some¬ 
thing even quicker. 

What Now? SAVE 

Name to save under (1-8 characters, CR to abort): DEAD- 
MEAT 

What Now? HIT BULLY WITH LUNCH TICKET 

A valiant effort, but no paper cut in the world will even 
faze this hulk of a pseudo-human. Before you can politely 
ask to be excused, you realize the bully has given you a 
bloody, broken nose with a simple snap of his right middle 
finger. The bully bellows out two condescending screeches 
of laughter and exits as quickly as he entered. 

The student body slowly re-enters as if coming in from a 
fire drill. 

What Now? RESTORE 

Saved files on this disk: DEADMEAT 

Name saved under ( 1-8 characters, CR to abort ): DEAD- 
MEAT 


The bully’s third grunt indicates you had better do some¬ 
thing even quicker. 

What Now? RUN 

You turn to run but trip over the bully’s big toe. You see 
the hard, tiled kitchen floor before your nose breaks your 
fall. The bully then picks you up with one hand and 
attempts to wipe up your splattered blood...withyou as the 
mop. Quickly tiring of cleaning, he flings you aside and 
storms out of the room in roars of laughter. 

♦ ♦ ♦ ♦ ♦ 

Ah, well. A bully is a bully is a bully. 


Current Notes ST Library: 

Complete, rcady-to-run ACT adventures: 

#362: A Dudley Dilemma. 

#363: Tark. 

#364: Rapture, Susan(R) 

#365: Ring, Pork 

#366: Adventure Game Toolkit-AGT. Construct your 
own adventures. Docs included. (Coloror Mono). 

#367: AGT Source Code. Source to 9 AGT adventures. 
$4.00 each. CN Library, 122 N. Johnson Rd, Sterling 
VA 22170. 
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SEASONS GREETINGS/! its that time of 
year again and so this month we take a look at 

1 

; mmr 

some gift ideas for that computer artist in your life 
(even if its only you). 


by Steve Marshall 

It’s still over 100 degrees here in 
Phoenix so you can understand why 
it’s a little hard to be thinking of 
Christmas. But now is the best time 
to plan your Christmas shopping or 
perhaps drop those little hints that 
you hope someone will pick up on 
in time for the big day. 

Since I’m an artist, I thought I’d 
limit my suggestions to the best of 
the Atari ST graphic programs. 
These include quite a few that I 
own, and a couple that are on my 
wish list. So, if you’re interested in 
graphics programs for yourself or for 
someone else, here are my “best 
bets” for Santa time. 

Paint Programs 

Programs that interest the com¬ 
puter artist are varied and fall into 
several categories. Usually the first 
program any budding computer art¬ 
ist wants is a “paint” program. 
These programs allow you to 
“paint” on your screen as if you had 
a paintbrush and jars of brightly 
colored paint. They usually offer lots 
of features like cut and paste, 
stretch and shrink, airbrush and text. 

Degas Elite ($79.95, Electronic 
Arts) was one of the first paint 
programs for the ST and remains a 
classic, although after 3 years it’s 
beginning to show its age. It is no 
coincidence that virtually every ST 
program uses the Degas picture file 
format. It literally set the standard 
back in the early years. Degas Elite 
is perfect for the beginner, yet 
powerful enough to meet the needs 
of the professional. 


Spectrum 512 ($69.95, The 
Catalog, Antic Software) was the 
first paint program to break the 512 
color barrier and did it with flair. This 
powerful program may be too much 
for the novice but it belongs in every 
serious artist’s collection. Most 
people are aware of it solely through 
viewing the fantastic digitized art¬ 
work floating around the public 
domain, but for those willing to take 
the time to master this program, 
Spectrum will allow you almost un¬ 
limited expression of your creativity. 

If you already have Spectrum 
and want to step up in power and 
add a host of powerful new features, 
then Unispcc ($49.95 from Trio 
Engineering) is the answer. Unispec 
is a desk accessory that requires 
Spectrum, but adds new features, 
most notably animation. This is one 
on my wish list and I hope to write a 
review of this program in the future. 

Da Vinci ($99.95, Artistech) is a 
new generation paint and animation 
program that should be available by 
the time you read this. I saw a 
preview of this remarkable program 
at the World of Atari Show in 
Anaheim last spring and it just about 
knocked my socks off. Without a 
doubt, Da Vinci will be the most 
powerful paint program for the ST 
with features that will make the 
professional drool. I’m looking for¬ 
ward to getting a copy for a review 
in this column. Meanwhile, check it 
out at your nearest Atari dealer. I 
think you’ll be impressed. 

2D Animation Software 

I mentioned that Da V/hciboasts 
animation capabilities. I don’t know 
at this point what those capabilities 


are, but let’s talk about a couple of 
programs that do have those capa¬ 
bilities. First, let’s take a look at what 
are called 2D animation programs. 
2D animation is what you might 
consider traditional animation, as in 
Disney or Saturday morning car¬ 
toons. This animation expresses 
movement in two dimensions (2D) 
with the objects having width and 
height but no true depth. 3D anima¬ 
tion allows for the third dimension, 
resulting in very real-looking 
objects, such as revolving logos, 
objects moving through space and 
other effects popular on television 
commercials. 

One of the best 2D animation 
programs is Cyper Paint ($69.95, 
The Catalog, ANTIC Software). This 
excellent program by Jim Kent (who 
also wrote Aegis Animator, another 
2D animation program albeit less 
powerful), features the best true cell 
animation editor I’ve seen on any 
personal computer. In addition, it 
offers an abundance of special 
effects including automatic anti¬ 
aliasing and the powerful ADO 
effects generator that allows you to 
easily create spinning logos and 
objects that twist and turn while 
simultaneously growing larger or 
smaller. This is one of those pro¬ 
grams that would take a full page to 
describe all of its features, yet is 
very easy to use. If you’re at all 
interested in animation, Cyper Paint 
is a must have. I might add that 
Cyper Paint is a part of the Cyber 
System and allows you to fine-tune 
CAD-3D animations or even layer 
cel animation or add titles to CAD- 
3D animated sequences. 
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A recent addition to this group 
is the Art & Film Director ($79.95 
from Epyx Software). While I don’t 
own this program, I have seen a 
demo and have been impressed 
with the quality of work produced 
with this package. 

Art Director is a complete paint 
program with all of the standard 
features plus a couple of special 
ones including a “scratch” function 
that allows you to scratch through 
one drawing to reveal another one 
underneath, anti-aliasing and 
powerful block manipulation func¬ 
tions (including rotation, distortion, 
bending and perspective). 

Film Director is where the ani¬ 
mation takes place. Animation is 
treated as the traditional cel anima¬ 
tion techniques. Film Director sup¬ 
ports “tweening” where the com¬ 
puter interpolates movement bet¬ 
ween a beginning and ending spe¬ 
cified by the artist. Another bonus is 
the ability to add music and sound 
effects to your animations. While I 
can’t speak from experience, Art <& 
Film Director certainly appears to be 
an excellent paint and animation 
system for the beginner or advan¬ 
ced user. 

3D Animation Softwarwe 

In the category of 3D animation, 
CAD-3D and the Cyber family of 
programs from ANTIC Software 
dominate. In fact, the Cyber group 
represent one of the premier 3D 
creation and animation packages 
available on any computer (and at a 
fraction of the cost). The suite 
CAD-3D 2.0, Cyber Sculpt, 
Cyber Control (a Basic-like ani¬ 
mation language), together with 
Cyper Paint, bring to the ST user a 
3D environment powerful enough to 
meet almost any need yet simple to 
use. While ST users must be satis¬ 
fied with coarser renderings due to 
the 16 color restriction, we make up 
for that in faster rendering times and 
ease of operation. 

While 3D creation and animation 
requires a higher level of skill and a 
greater investment in time, the 
rewards for those who persevere are 


immense. If you’re a beginner (or 
are thinking of someone who is), I’d 
recommend starting off with CAD- 
3D. Once you have mastered this 
program (and have developed a 
taste for 3D), then it will be time to 
move up to the more sophisticated 
programs like Cyber Sculpt. 

Video Digitizers 

Another category that many 
computer artists make use of are 
video digitizers. These hardware 
devices convert an analog video 
signal (from a video camera or VCR) 
to the digital signals required for 
display on the computer. I have had 
a lot of experience with video digiti¬ 
zers, from the first crude digitizer 
from Hippovision, through to the 
color ComputerEyes, up to the 
brand new Vidi-ST. The main use to 
artists is the ability to capture video 
images (primarily photographs) for 
use in desktop publishing or as an 
aid in developing original artwork. 
But mostly it is just a fun tool. 

ComputerEyes ($249.95, from 
Digital Visions) is a good quality 
video digitizer capable of capturing 
still images from a video source 
(primarily a video camera) in a 
variety of color modes and resolu¬ 
tions. Because ComputerEyes 
requires between 6 and 24 seconds 
to capture an image, real-time digi¬ 
tizing is not possible. In fact, 
because of the long “exposure” 
times, the original video image 
needs to be rock solid, so only still 
video can really be digitized suc¬ 
cessfully (digitizing photographs 
works really well). 

Once you have digitized a 
scene, you can save your efforts to 
disk in either Degas or Neochrome 
formats for later enhancements or 
alterations. ComputerEyes is an in¬ 
valuable aid to the artist and 
deserves to be a part of every 
computer graphics library. 

If you have ComputerEyes and 
want to expand your palette beyond 
the standard16 colors, Trio 
Engineering (the folks who brought 
us Spectrum 512) have a utility 
program called DigiSpec available 


that will allow ComputerEyes to 
capture images in all 512 colors of 
the ST palette. In fact, through 
sophisticated dithering techniques, 
they claim to be able to capture 
over 20,000 colors. Images cap¬ 
tured with DigiSpec can be modified 
using Spectrum. If you’re interested 
in lots of color and photographic 
quality, the DigiSpec/Spectrum 
combination is unbeatable. 

VIDf-ST ($199.95, Rombo 
Productions) is my latest toy and 
one that I’m having a lot of fun 
playing with. But more than that, 
VIDI-ST promises to be an invalu¬ 
able tool for my animation work 
because it is the first video digitizer 
to capture images in real-time (as 
many as 25 per second). Color is 
not supported but the 16 levels of 
gray produce excellent images 
(depending on the quality of the 
source) and allow the student of 
animation an unparalled opportunity 
for study and for producing realistic 
animation sequences. 

Of course, all of this takes 
memory and VIDI-ST really requires 
at least 1 meg of RAM in order to 
capture enough frames to produce 
animation. A 520ST can hold 9 
screens, while a 1040ST can hold 25 
screens (1 second of animation at 
the fastest rate). You can specify a 
Slower sampling rate (as slow as 1 
frame per second) and thereby 
capture longer animations at the 
price of coarser movement. 

Once you have digitized a video 
sequence, you can replay it, call up 
individual frames, modify the palette 
(create your own or cycle through 
the nine palettes provided), or 
“quantize” individual screens by 
reducing the number of shades of 
gray. You can specify a digitizing 
“window” anywhere on the screen, 
cut and paste parts of screens and 
view up to 16 frames on the screen 
at one time. Monochrome support is 
also offered although I have not 
tried that out yet. 

As you can see, there are a lot 
of excellent products available for 
the computer artist. Happy holiday 
shopping! 
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Software That Stinks 

And What Can We Do About It 


Recently, I got tired of being 
called “the mad man of Lanham”; 
the obvious way to end it was to 
move out to Crofton, Maryland (if 
somebody wants to send me a card 
from Hawaii or a bottle of Curvoisier 
for these long winter nights, the 
postal code is 21114-1917, no 
street address necessary). 

When unpacking all those card¬ 
board boxes, I discovered hundreds 
(yes, hundreds) of floppies with ST 
software I bought over the last three 
and a half years. 

Yes, I am a compulsive software 
shopper. “Do you want my children 
to go hungry and in rags?” asked 
Mrs. Linton from L&Y Electronics 
when I mentioned the possibility of 
being relocated to California. 

In 1988 alone I have spent more 
than $2,500 on software, which 
pushed me well under the poverty 


limit. Unfortunately, about 75% of 
these programs ended on my 
WISBY shelf. This means throwing 
away almost $2,000 a year! 

WISBY stands for Was / a 
Sucker to Buy It. I have used this 
abbreviation from time to time and 
nobody ever asked what it means. 
Does anybody out there read this 
column? 

Frequently I base my buying 
decisions on reviews in the ST 
magazines, with Current Notes and 
ST Informer being the most 
dependable. There is nothing worse 
than those polite reviews, based on 
half an hour of playing with the 
program, and quoting extensively 
the program manual and/or adver¬ 
tising material. 

Trashing somebody’s program 
in a review is not fun at ail. First, 
even the worst program represents 


many hours of somebody’s work. 
These people may depend on the 
income from the program sales and 
you would not like to hurt them. 
Second, a negative review usually 
requires much more work than a 
positive or neutral one. Youhave to 
make sure that your judgment is not 
based on personal likes or dislikes, 
that it is well substantiated, not 
something caused by your having a 
lousy day. And third, frequently you 
may get involved in lengthy disputes 
with offended authors or distribu¬ 
tors, and this is (in most cases, at 
least) a waste of your precious time. 

On the other hand, if bad pro¬ 
ducts are just left alone in silence, 
many of us will go and spend our 
hard-earned money buying them. 
This would hurt not only the pockets 
of the buyers, but also of those 
programmers and distributors who 
deliver as advertised, who do not 
rush incomplete programs to the 
market and who really deserve our 
support. Thus, if you are a writer and 
you see a lousy product, it is your 
moral obligation to warn anybody 
who will listen. 

AtariFest: Meeting People, 
Making Friends 

I was quite busy at the Fest, 
manning the Debonair Software 
booth and sharing my views on the 
reasons why some programs stink 
(at one of the Sunday seminars; 
thank you all for coming!). It was a 
very enjoyable experience, with all 
the people coming to ask about 
something, or just to chat. 


...For the First Time Ever !!! 

J.A.W. Apologizes !!! 

My remarks on the Quick ST /.5last month contain a major mix-up. 
First of all, the shareware screen speeder-upper is called Quick ST, 
not Qu/ckStartas I have mistakenly stated. Second, the program does 
not come from Little Green Footballs Software (read: Charles Johnson), 
but from another well-known and dependable programming team: 
Darek Mihocka and ignac Kolenko. My sincere apologies are due to the 
program authors on one hand, and to our Readers on the other. 

One of the reasons of confusion was that, at the same time, the 
little green guys came up with a shareware Version 1.4 of PinHead, a 
memory-resident utility speeding up the loading process of other 
programs. 

All good things I have said about both programs are still valid. 

To avoid Mr. Johnson buying himself a Ferrari from the Quick ST 
shareware contributions, next month I am going to report that 
Mr. Mihocka and Mr. Kolenko are the authors of PinHead. 
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Andrzej chats with Dan Wilga at CN AtariFest hospitality suite. 


After hours, Don Elmore (fresh 
from the deepest levels of some 
new dungeon; if you think only kids 
play games, you are wrong!) intro¬ 
duced me to one of the ST pro¬ 
grammers I always wanted to meet, 
Dan Wilga from Gribnif Software. 

Dan is a very young man, 
almost a kid, half my age. His Neo- 
Desk is, as I was glad to learn, 
selling very well, and the Gribnif 
people were quite busy updating it 
(for free) to the Version 2.05, if you 
brought your original disk with you. 
Dan is also one of the best ST 
programmers I know, not only 
knowledgeable and motivated, but 
also a perfectionist, taking pride in 
his work and not chasing a quick 
buck. He is now in the final stages 
of polishing a companion product 
for NeoDesk something appealing, 
mostly at least, to power users and 
programmers. Sorry, this is all I can 
say now, but take my word for it and 
watch the news! 

The same day I met John Eids- 
voog, one-half of the Johnson/ 
Eidsvoog programming team from 
the CodeHead Software. From the 
difference between programs writ¬ 
ten by Mr. Johnson alone and those 
signed by the both of them I may 
suspect that John is the “let-us- 
see-what-can-be-improved” 
member of the team while Charles 
is the “l-know-how-to-do-it” guy. 
Whether my suspicion is true or not, 
the results of the team effort are 
very, very good. If only some other 
good programmers could find their 
John Eidsvoogs! 

Turbo ST and Quick ST 

Finally, I had a chance to talk to 
the people from SofTrek. As I have 
mentioned in last month’s column, 
their Turbo ST finally reached the 
maturity with Version 1.6. Now I use 
it almost all the time without any 
compatibility problems, and the gain 
in screen redrawal speed is quite 
impressive. I think that the SofTrek 
people jumped the gun releasing 
their product somewhat prematurely 
back in 1987, but with their recent 


very generous 
update policy 
(just take the 
original disk to 
your dealer) 
they have de- 
livered as 
advertised, if 
with some 
delay. If they 
could cut the 
price by $10, I 
would send 
everyone to 
the store now. 

Through 
the courtesy of 
SofTrek I have also received the 
benchmark results comparing Turbo 
ST with Quick ST (also see my 
correction in the box). Benchmark¬ 
ing has been performed by none 
other than Darek Mihocka himself 
(another ST programmer I have to 
meet one day), the author of not 
only Quick ST but also some other 
deservedly well-known ST pro¬ 
grams. Generally speaking, Darek’s 
results indicate that, in mono¬ 
chrome, Turbo ST\% generally faster 
than Quick ST y in some cases con¬ 
siderably so. In addition, both acce¬ 
lerators speed up (significantly) 
even the STs equipped with the 
blitter chip! I still believe that at least 
for the medium monochrome sys¬ 
tem font (possibly not byte-bound- 
ary aligned, to be my exact) Quick 
iSThas an edge. It also uses half as 
much memory as Turbo ST (but the 
latter, in the desktop accessory ver¬ 
sion, can be disabled in case of any 
compatibility problems, which I do 
not expect). 

To complete the Quick/Turbo 
saga let me quote Darek: “No mat¬ 
ter which program you finally decide 
on, we think you will agree that no 
ST user should be without a soft¬ 
ware accelerator.” Yep. 

(By the way, Quick .57" is a part 
of Darek’s Quick Utilities, a share¬ 
ware package consisting of seven 
[!] programs. The latest version, in¬ 
cluding the documentation, can be 
received by sending a check for $30 
to Darek Mihocka, Box2624, Station 


8, Kitchener, Ontario, N2H 6N2, 
Canada. As this includes updates 
and upgrades, it looks like one of 
the best bargains around). 

.A CCessi 

“The Ultimate Control Tool 
for the ST?” 

At the Fest I was given a review 
copy of .ACCess! (yes, the name 
starts with a full stop and ends with 
an exclamation mark!), a program 
from Rock Digital in Dayton, Ohio. 

This is another command shell 
(but not “yet another command 
shell”), quite unique, as it runs as a 
desktop accessory in a window 
(although the .TOS version is also 
supplied). 

With all the point-and-click 
convenience of GEM, do we really 
need type-in command shells, 
sometimes considered as relics of 
the PC-DOS era? Depending on 
your working habits and needs, the 
answer may be yes. Some disk 
operations on groups of files can be 
performed in a quite handy fashion 
and, more importantly, a possibility 
of executing batch files can be very 
helpful to some of the power users, 
as e.g. programmers, who want to, 
say, modify some source files and 
then recompile them all, update the 
composite library file, and re-link 
the main program with the updated 
library. 

No wonder I was drooling when 
opening the package at home, even 
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more encouraged by the bold claim 
on the cover: “The Ultimate Control 
Tool for the Atari ST.” 

As I am not a Unix person and I 
left the PC-DOS world some four 
years ago, my experience with 
command line interface is virtually 
limited to VAX/VMS. Therefore, in¬ 
stead of installing .ACCess (let me 
skip the punctuation for better read¬ 
ability) right away, I started from 
reading the instruction manual (17 
pages net, after subtracting all the 
introductory notes, acknowledge¬ 
ments and various statements about 
the program, as “major achievement 
for any programmer”—hey, let me 
see for myself!). 

Being a poor immigrant with a 
limited knowledge of English I had 
to spend some time re-reading 
again and again some of the parts 
of the manual. How, for example, do 
I have to understand a statement 
saying that .ACCess “even tricks 
some TOS programs into running 
into that GEM window! (Although we 
don’t support this feature.J” Does in 
the end, .ACCess do those tricks or 
not, and if not, then who (or what) 
does? 

All right, after some more read¬ 
ing I have found references to two 
commands: “execute” (a TOS pro¬ 
gram) and “launch” (a GEM appli¬ 
cation). Both with a note saying: 
“this command is NOT supported. ’’ 
If you think it sounds funny, I could 
not agree more. In my next com¬ 
mercial effort I am going to list two 
hundred seventy-three extra com¬ 
mands, each as “not supported.” 

Coming back to the manual: 
skimpy is the word. The syntax for 
each command is given, true, but 
the syntax elements are not defined 
at all. For example, what can be 
used as <argument>? Always a 
string, or—in some commands— 
something else? Whatever is the 
answer, what are the delimiters? Oh, 
well, I will not even bother you with 
six or more similar questions. 
Descriptions of some commands 
also leave a lot to be desired, and 
there are some pieces obviously 


missing (if you have the program, 
check, for example, Page 17). Sad 
to say, I have seen many public 
domain programs with better docu¬ 
mentation. 

All right, maybe I am just 
grumpy today. The person who 
gave me the program stated that it 
does execute other programs. 
Maybe just the documentation is 
outdated, maybe the program is OK 
and with some experimenting I will 
be able to do all the things I expect 
from a command line interpreter? 

After installing .ACCess as a 
desktop accessory I started trying it 
out. The disk operations seem to 
work all right: I can view and change 
the directory, rename files, do many 
other things, all in a neat GEM 
window while being inside another 
program. I may have some reserva¬ 
tions here, but they are minor. On 
the other hand, most of the disk 
operations (including “wildcard” 
ones, as e.g. “copy everything with 
extensions .DOC to drive D:”) can 
be as easily performed from the 
Universal Item Selector, so no big 
deal. 

If you have to know, some of 
my attempts to define and use shell 
variables worked, and some did not. 
For example, I ended up with a 
variable “File not found” defined as 
“File not found”, the only help at my 
disposal being the single example 
file on the disk, and no really rele¬ 
vant information in the manual. Was 
I doing something wrong? Certainly, 

I was! That’s why one needs docu¬ 
mentation—if somebody decides to 
supply it. 

OK, let us check whether 
.ACCess recognizes the “execute” 
and “launch” commands described 
above. Nothing easier than that, just 
name a program... and what? 
Bombs? That’s right, the bloody 
thing crashed on me almost always, 
sometimes before running the pro¬ 
gram (directly from NeoDesk), 
sometimes during and sometimes 
after. A similar set of spectacular 
effects with GEM-based programs. 
Things were not much better when I 


rebooted without NeoDesk — 
.ACCess kept crashing, although 
somewhat less frequently. Now I 
begin to understand what “not sup¬ 
ported” means; my English is im¬ 
proving rapidly. 

Using the same terminology, 
some other .ACCess features can 
be described as only “partially” 
supported. In the first hour of trying 
the disk operations, I crashed twice 
when moving the accessory win¬ 
dow. Do I need to tell you such 
programs should NEVER crash? 
Whatever you do. 

This was enough. I have re¬ 
moved the thing from my hard drive, 
lest some day I forget about its 
misbehaviors, try it again and lose 
some work. I have not even both¬ 
ered to see how the (quite exten¬ 
sive, according to the manual) batch 
processing functions work: there are 
at least three decent batch proces¬ 
sors in the public domain and I can 
always run them from NeoDesk (or, 
again, from some decent public 
domain shells) with a good degree 
of predictability. 

A command-line shell without 
the program-running capability is 
not worth much. This incomplete 
feature should be permanently dis¬ 
abled, I think: if you don’t do it right, 
don’t do it at all (and don’t advertise 
it in the first place!). I can barely 
imagine someone finding .ACCess 
useful to any significant degree. 

My advice is short. Think twice 
before buying this program. It 
should not even be released into 
the public domain (apologies to 
some of the excellent PD authors). 
Not yet. 

I hope some day I will see the 
finished and clean version of 
.ACCess. I will be happy to review it 
again and to give it the best pos¬ 
sible recommendation—if the pro¬ 
gram deserves it. I hope it will. Small 
programming houses deserve as 
much of our support as possible. 
But now the best thing I can say 
about .ACCess is that I did not have 
to pay for it. 
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Crossword puzzles for the ST!... it’s about time. 

Word Quest 2 (WQ2) will accept a list of words 
you enter and place them automatically on a cross¬ 
word puzzle matrix. Clues can be entered. And empty 
squares will be automatically filled with solid black. 
Then the puzzle can be directly printed or printed to 
disk for use in desktop publishing programs. 

There are a few little inconveniences, but, for most 
of us, it’s enough that there is finally an ST software 
program to generate crossword puzzles at all. 

First Steps 

The process of creating a puzzle is relatively 
simple. Enter words singly or in a list. The software will 
accept up to 250 words in an entered list, although 
there’s difficulty in automatically placing more than 
about 30-50 words. A puzzle matrix can be set from 
5X5 to 20X20 squares in size. 



ACROSS 

2 the big chief 1 

5 This is it! 3 

7 Create word hunt puzzles 4 

8 music 6 

9 writes XL/XE Update 1C 

11 your on the world of Atari 

12 design 

13 it’s a_world 

14 8-bit desktop publishing 


DOWN 

CAD-3D 2.0 
writes ST Update 
free offerings 
popular WP 
Mt. Fuji 


After the words are entered 
and P |ac ®d- it s possible to do 
some editing. Individual words 
can be deleted. Puzzles can be 
r ®siz©d- 

If not al1 worcls in a ,ist were 
,v.v.',v.v f v;y,v,v,v. ;/ useC | j n the puzzle, it’s possible to 

have the software create the 
puzzle matrix again from the already-entered word 
list. Due to the random nature of creation, it’s possible 
that subsequent attempts will be more successful. 
Each attempt does take some time, often several 
minutes or so to place words. The amount of time 
depends on the number of words, the size of the 
puzzle, etc. 

Other Features 

Options are available in puzzle creation to deter¬ 
mine how words are used in automatically creating a 
puzzle. The most common method is to start with the 
longest word. Other options available include starting 
with the shortest word or placing words alphabetically. 
Any entered words not placed on a puzzle can be 
seen on the screen. A list of used words is also 
available for viewing. 

A feature I found particularly useful was the 
optional manual placement of words. Using the cursor 
pad on the ST’s keyboard, the starting letter of a word 
can be placed, the software will check to make sure 
the word fits, and then the word will be placed there. 
This allows words to be placed in locations not 
connected to other words. Although this violates 
standard puzzle guidelines, it does open up some 
possibilities not otherwise available. 

If you want to manually place a word from your 
unused list of words, you’ll first need to delete that 
word from the unused list. I would have preferred 
being able to manually place words directly from that 
unused list rather than deleting and then re-entering. 

The puzzles automatically created by Word Quest 
2 are not formally correct, as they are not symmetrical 
and do not have solid stop squares diagonally 
opposite other solid stops. If words are all placed 
manually, it is, of course, possible to create a 
symmetrically correct puzzle. A bit of effort, to be sure. 

Clues can be up to 34 characters long. I would like 
to see longer clues possible, but it is usually possible 
to put clues together that fit within this limit. 

Hard Copy 

When printed, the puzzle matrix prints as a screen 
dump and the clues are then printed below the puzzle, 
as they would be printed from a word processor. The 
documentation states that, with a laser printer, the 
clues will be printed on a separate paper. 
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The software runs on either monochrome or color 
monitors. I’d recommend monochrome, if available. 
Because the puzzle matrix is printed as a screen 
dump, when a color (medium resolution) monitor is 
used, the clue number is twice as high as one printed 
when a monochrome monitor is used. That larger clue 
number can occupy most of a letter box and make 
actually entering an answer letter a little difficult. 

Puzzles you may wish to do additional work on 
later may be saved. A puzzle can also be printed to 
disk. The puzzle matrix is saved as a Degas or Neo file 
and the clues are saved as an ASCII file. This permits 
their easy inclusion in desktop publishing programs. It 
also allows additional graphic work on the puzzle 
matrix, including the addition 
of illustrations. An answer key £ J" 
can also be printed directly or i m *i« »■ wn 
printed to disk (Degas/Neo). 

OUTPUT: TO PRINTER 





The main screen of Word Quest 2 (Note the 
symmetrical puzzle layout). 


More Words 

The documentation, about 5,000 words, is disk- 
based. It lists the features of the program and explains 
each. The disk is not copy-protected. It includes 5 
prepared puzzles by the software’s author. 

Word Quest 2 is very similar in name to Word 
Quest (WQ). WQ creates word hunt puzzles. WQ2 has 
many of the same features and, in use, is very 
reminiscent of the earlier Word Quest. 

I am most impressed with the support shown by 
the publisher of WQ2. In my review of Word Quest (CN 
Sept. 1989), I mentioned that it was not possible to 
print a puzzle to disk unless a printer was attached and 
turned on. A couple of weeks later I received a letter 
from the author, Donald A. Thomas, Jr., stating that the 
problem had been corrected in both WQ and WQ2. 
Thomas has also included other features in his 
software after they were suggested by users. 


» CLUE ENTRY FUNCTION * 


WORD QUEST 2/ARTISAN SOFTWARE <ESO - EXIT ENTRY MODE 


'1589 all rights reserved 



1 

ACROSS 

BEFORECHRISTMAS 

'"Twas the Night_" 

2 

DOUN 

TURHONTHELIGHTS 

brighten the roon 

3 

ACROSS 

CHIMNEY 

Santa's chute? 

4 

DOWN 

DELIVER 

administer 

5 

ACROSS 

HOLIDAY 

observance 

6 

DONN 

OPENTIL 

"Do Not-Christmas" 

7 

DOWN 

POPCORN 

buttered theater crunch 

8 

ACROSS 

PRESENT 

gift 

9 

DONN 

SEASONS 

summer is one 

10 

ACROSS 

TIDINGS 

good news 

11 

DONN 

ABORT 

cancel 

12 

DONN 

AHEAD 

in front 

13 

DONN 

BORAX 

cleansing agent 

14 

ACROSS 

DINER 

eatery 

15 

ACROSS 

DIVER 

SNimmer 


PPREV UQRD CNEXT UQRD <?PREV PAGE ONEXT PAGE ^EXIT EDIT UQRD #: 


This screen is used for entering clues 


WQ2 is a GEM program, although the software’s 
menus need to be disabled to use desk accessories. I 
had problems with desk accessories, though, so it may 
be better to not use them when using WQ2. 

Summary 

Word Quest2 ($29.95) fills a definite nitch in the ST 
software field. It should appeal to educators, families, 
and desktop publishers. Puzzles are easily and quickly 
created and the flexibility of the software (print directly 
or print to disk) should offer some creative possibilities. 

The strengths of the program, coupled with its 
reasonable price and the support from the publisher, 
should deliver many enjoyable and challenging quests 
for those bon mots. 

[Artisan Software, P.O. Box 849, Manteca, CA 
95336] 



November 1989 


Current Notes 


Page 39 








ATARI ST/MEGA CN REVIEW 


Baal 

A Worthy Successor to 

Obliterator & Barbarian 

By Joe Sapienza 



Hieroglyphics! Beware! 

Archaeology. It’s supposed to 
be a quiet, low key profession, 
right? You dig up a few bones 
throughout the day, then clean the 
dirt out from your fingernails at 
night, right? You rummage through 
the left-overs of ancient civilizations 
at your own speed and no pressure, 
right? WRONG! That may have 
been how it was BEFORE you 
uncovered that strange, evil looking 
stone. Sure, it had hieroglyphics 
depicting horned monsters, 
demons, mutants of all shapes and 
sizes. Sure, it had BAAL etched 
smack dab in the middle of it all. 
Sure, it looked like a warning to 
keep one’s hands off. Sure, your 
gut feelings screamed to rebury the 
stone and forget it. But did that stop 
you from excavating the stone, 
thereby releasing said demons, 
monsters, and (Heaven forbid!) 
BAAL himself? Noooooo!!! Life just 
hasn’t been the same since. 

As the mini story goes, Baal, a 
demon deity, has been released 
onto Earth, and it is his intent to rule 
and corrupt it. When he entered our 
world, he found an awesome wea¬ 
pon of destruction—A War 
Machine. Taking it into his domain, 
he is now making ready its use as 
he gathers his forces of demons 
and monsters to unleash against us. 
In the short time that Baal will need 
to do this, the Earth’s war council 
has set up an elite squadron of men 
—code named the “Time Warriors” 
—to descend into the netherworld 
and retrieve the war machine and 
defeat Baal. Doesn’t sound very 
easy, does it? 

So t>egins the scenario for the 


arcade and stra¬ 
tegy game, BAAL 
This offering from 
Psygnosis Limited, 
is what I consider 
another hit from 
this company that I have come to 
expect such goodies from. Baal 
comes on two single sided disks, 
along with an eleven page instruc¬ 
tion booklet. One page is booting 
information for the Atari ST, one for 
the Amiga, five pages for the mini 
story that sets up the game play, 
and the rest give general informa¬ 
tion, the joystick mechanics, as well 
as keyboard presses. 

Never Easy 

This is the first game I’ve 
acquired that states on the front of 
its instruction manual, in bold let¬ 
ters, “This game is Tough!” Well, 
they weren’t kidding! The game 
sports 250 detailed screens that 
make up the three separate 
domains of Baal. There are more 
than 100 monsters and 400 traps. 
This information is taken from the 
game box itself, because I still 
haven’t gotten that far. (YET!) The 
monsters that I have “met” have 
been quite formidable, (ergo, the 
reason I haven’t gone far into 
Baal’s domains). The game scrolls 
so smoothly from screen to screen, 
that it seems to play as one 
continuous screen. 

The game is started with five 
Time Warriors. An extra Warrior is 
granted for every 5,000 points you 
achieve. You will also receive a 
Time Warrior when you success¬ 
fully transport from domain One to 
domain Two, and from domain Two 


to domain Three. Note that the 
screen display can only show five 
Time Warriors at a time, but they 
are still there. (At least this is what 
the manual says. I have never been 
fortunate enough to have acquired 
that many Warriors!) 

Time warriors can be moved in 
all eight joystick directions, however 
some directions are not possible at 
all times. Each warrior is equipped 
with a laser, an energy shield/ 
scanner, and a jet pack. The laser 
has four weapon modes. When the 
game is begun, only the first and 
weakest mode is active. To utilize 
the other three modes, cartridges 
must be found within Baal’s 
domains and picked up. Each shot 
of your laser depletes energy from 
your power pack. The energy shield 
will protect you from the various 
monsters’ missiles, but only for a 
limited number of hits, as each hit 
also depletes energy from your 
supply. Luckily, there are fuel dis¬ 
pensers in Baal’s lair that will 
replenish your power pack. Unluck¬ 
ily, these dispensers are few and far 
between. Just mentioned is your 
Time Warrior’s jet pack. This piece 
of equipment is NOT mentioned in 
the instruction booklet. 

Magic Phone Booth 

There are several levels within 
each domain that you must tra¬ 
verse. To get from level to level, 
you must find a rocket fuel pod that 
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will energize your jet pack. When 
this is done, you will eventually find 
a contraption that looks like an old 
England telephone booth. When 
you are finished with the level you 
are on, enter this booth. A sliding 
door will close and reopen, signal¬ 
ing that the jet pack is active and 
you can fly through the air. It may 
sound like fun, but your fuel is 
limited, and you must quickly find 
an identical booth on the next level 
and enter it before your fuel runs 
out. Otherwise, strike one Time 
Warrior! A cute twist is a sign that 
hangs on the closing booth door 
that says, “Phone out of order!” 

Rocket, Laser Fuel Levels 

The play screen has a large 
window that shows your Warrior 
and the Domain you’re in, and this 
is “where the action is.” On the left 
side of the screen are two gauges 
that show rocket fuel and laser fuel 
levels. At the bottom of the screen 
are your indicators showing your 
personal status (Score), personal 
energy, game play elapsed time, 
number of Time Warriors remaining 
(Shown as head icons), an informa¬ 
tion console, and the flashing 
“L.E.D.s” that count off the remain¬ 
ing War Machine pieces to pick up. 

Some of the keyboard entries 
include, “P” for pause (any other 
key to resume), “C” for area co¬ 
ordinate display on/off, “R” for 
laser refuel, “Esc” for game abort 
(joystick fire button must also be 
depressed), “L” for load previously 
saved game, and “S” to save 
current game. Yes, Baal does have 
a game save feature, but it is a 
limited one. As previously stated, 
Baal has three distinctive, separate 
domains. Two are large, one is 
small. The game save feature only 
operates in the Cave world domain. 
I personally wish it worked no 
matter what point of the game you 
are in, but I guess this was done to 
make one proficient at the game 
play before relying on saves to 
succeed to the end of the game. 


Vital Transporter 

To exit one domain into the 
next, you must first collect all the 
War Machine pieces in that parti¬ 
cular domain. There is an indicator 
panel on the game screen that 
shows pieces to go/pieces remain¬ 
ing which will flash yellow when all 
parts are claimed. At this point, 
simply find the exit transporter for 
that domain (did I say “simply”?!?), 
enter it, and your warrior will be 
whisked into the next domain. 
There are 10 components in 
domain One, and 8 in domain Two. 

The game is over when you 
have successfully traversed the 
three domains, picking up the War 
Machine components along the 
way, and finally, defeating Baal. 
Obviously, the game is also over if 
you lose all of your Time Warriors. 
In either case, if your game points 
are higher than the high game 
scores, you will be asked to enter 
your name for the Hall of Fame 
Listing. To do so, simply type in 
your name on the keyboard. You 
can also enter special characters 
by using the numeric keypad. 
Please note that to save the name 
and score to the High Score Listing 
permanently you type in an “S” to 
save the Listing to disk. Whether 
you save the scores or not, the 
program then proceeds to the title 
screen, which is composed of one 
picture screen and 11 minutes of 
music. (I’m not sure why they 
composed eleven minutes of 
music, as most people do not stay 
on a title screen THAT long, but the 
manual says there IS 11 minutes 
worth there.) 

The graphics and sound are 
excellent, drawing the player into a 
“realistic” realm. The background 
of each domain is very detailed, 
and there are places where there is 
a 3-D effect and there is fore¬ 
ground! Time Warrior footfalls have, 
at times, an echo effect as you 
traverse through the play area. 
Monsters and demons are interest¬ 
ing and colorful. ( What a thing to 


say about creatures whose only 
interests are your colorful demise!) 
When monsters are destroyed, 
there’s a short animation sequence 
as they become harmless spirits (a 
nice touch that is very satisfying). 
There’s also an animation sequence 
as your Time Warrior is destroyed (a 
small nuclear explosion) and re¬ 
appears via the nearest Time Gate. 
There are force field generators 
throughout the domains that pro¬ 
duce, naturally, force fields that 
block your Time Warrior’s progress. 
Use your laser to destroy the 
generators, which will, in turn, 
remove the force fields. This aspect 
of the game is not mentioned in the 
manual—I guess they expect you 
to figure that out. This was hard to 
do because it takes several shots to 
destroy one, and after one or two 
shots, a player may assume that 
this is ineffectual. 

Limited Instructions 

I only have two complaints 
about the game. The first is its 
instruction booklet. They really took 
some time to give a mini story that 
sets up the game, but the 
mechanics of some of the game 
play and related information 
is vague or missing. The second is 
its inability to recognize a two disk 
drive system. Regardless of having 
both drives on and ready, you must 
still insert disk B into drive A. I don’t 
know a lot about programing, so I 
don’t know if this is a hard thing to 
write into a game, but it’s a nice 
touch when programs (game or 
otherwise) recognize two drive set 
ups. 

All in all, I have enjoyed this 
game. I am still not as far as I wish I 
could be in the game (like, at the 
end of it!) but it has been challeng¬ 
ing and interesting to this point, and 
I am as determined now as I was 
when I first purchased the program 
to finish the game. 

[BAAL, Arcade/Strategy, Co/or 
Monitor Required, Psygnosis LTD, 
$29.95] 


November 1989 


Current Notes 


Page 41 




ATARI ST/MEGA 


CN REVIEW 


Battlehawks 1942 

Review by Roger Abram 



It’s 1942. A group of Avenger 
torpedo bombers has just inflicted 
heavy damage on the Japanese 
carrier, the Ryujo, and is limping 
back home to it’s ship. At the 
controls of a Wildcat fighter, it’s 
your job to see that they make it. 

Two waves of Japanese Zeros 
lie in your path and the first group is 
beginning their attack. A Zero darts 
past and you bank hard left and 
sweep down on his tail, firing only 
when you are assured of direct hits. 
With only 240 rounds of ammo 
remaining, each shot has to count. 
The Zero goes down in flames and 
splashes into the Pacific. 

Hearing an explosion, you look 
left to see another Zero has been 
shot down. Way to go! The 
Avengers might be damaged and 
puffing clouds of smoke, but their 
guns are still hungry. 

The last Zero in the first wave 
got lucky and one Avenger went 
down. You jockey into attack posi¬ 
tion but it takes 50 rounds to bring 
down the Zero and you wind up 
behind the remaining two Avengers. 

Opening up full throttle, you 
race to gain altitude and rejoin the 
bombers before the second wave 
arrives. The Avengers take care of 
one Zero while you dispense with 
the other two. Mission 
accomplished. 

A Winner 

Unlike any other flight simulator/ 
action program available for the 
ST/Mega, Battlehawks 1942, by 
Lucasfilm Games, enables you to 
fly side by side with friendly forces. 
It is this feature, and the program’s 
ability to simulate nerve wrenching 
aerial combat, that makes Battle¬ 
hawks 1942 a winner. In the 
scenario described above, there 
were a total of 10 planes in on the 
action! 


Like Spitfire 40, from Avalon 
Hill, Battlehawks 1942 features no 
fancy Heads-Up-Displays and no 
sophisticated weapons systems. 
Success depends on how adept 
you are in handling your aircraft in 
the heat of a dogfight. But unlike 
Spitfire 40, a multitude of enemy 
planes can be on your tail at any 
time as well as friendly planes to 
help you out in a bind. 

Fight for Either Flag 

Your mettle will be tested in the 
16 different combat missions that 
can be flown, representing either 
the American or Japanese side. 
This effectively raises the number 
of missions to 32, not including the 
additional 13 training missions that 
don’t count on your service record. 
This is enough to keep even the 
most prolific pilot busy for a while. 

The missions are broken down 
into the four main Pacific battles 
that occurred in 1942: Battle of the 
Coral Sea, Battle of Midway, Battle 
of the Eastern Solomons, and Bat¬ 
tle of the Santa Cruz Islands. Mis¬ 
sion assignments vary, but for the 
most part you’ll either be escorting 
friendly planes, dive bombing 
enemy vessels, torpedo bombing 
enemy ships, or protecting your 
own ships. Successful completion 
of missions lead to commendations 
as well as promotions. 

Each mission begins in the 
Ready Room where your orders will 
be revealed as well as the initial 
parameters. These changeable 
parameters include plane model, 
standard or unlimited ammunition, 
standard or unlimited fuel, standard 
or invincible plane damage, starting 
altitude, and enemy skill level 
(cadet, veteran, or ace). Although 
you can change any mission 
characteristic, doing so will invali¬ 
date the mission and it will not be 


recorded in your sen/ice record. 
The ability to have an invincible 
plane, however, is a handy feature 
when flying a mission for the first 
time. 

The program utilizes ten dif¬ 
ferent makes of carrier based air¬ 
craft. For the Americans, there’s the 
Grumman F4F-3 Wildcat, F4F-3A 
Wildcat, F4F-4 Wildcat, Douglas 
SBD-2 Dauntless, DBD-3 Daunt¬ 
less, and the Grumman TBF-1 
Avenger. The Japanese have the 
Mitsubishi A6M2 Type O Model 21 
Zeke (Zero)—pictured above, 
A6M3 Type O Model 32 Zeke, Aichi 
D3A1 Type 99 Model 11 Val, D3A2 
Type 99 Model 12 Val, Nakajima 
B5N1 Type 97 Model 11 Kate, and 
the B5N2 Type 97 Model 12 Kate. 

At the main menu you can view 
each type of plane via a Review 
Plane option that allows you to 
rotate every plane 360 degrees for 
a complete perspective. The 
manual is rich in historical detail 
concerning the planes and the 
modifications made to each type 
during the war. Not only does it list 
technical data on the aircraft, but it 
also provides overall ratings in 
terms of speed, climbing ability, 
maneuverability, gun firepower, 
durability, and range. 

Alternate Views 

Regardless of the type of plane 
you’re flying, the cockpit is essen¬ 
tially the same. The different in¬ 
dicators and gauges report on the 
following: speed brakes (Dauntless 
only), flaps, heading, landing gear 
(since there are no landings in the 
program, they’re only used for 
slowing the plane), model of air¬ 
craft, airspeed, climb/dive rate, 
RPM, torpedo or bomb loaded, 
banking indicator, ammunition 
remaining, altitude, engine and air¬ 
frame damage, and alternate view 
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directions (right, left, down, or rear). 
The Dauntless, Avenger, Val, and 
Kate models feature rear machine 
guns which can be controlled when 
the rear view is selected. A 
separate ammo indicator is inclu¬ 
ded for the rear gunner. 

Instant Replay 

In addition to the above cockpit 
gauges, a special camera indicator 
reflects whether or not you are 
currently “filming” the mission. By 
toggling on this feature, you’re able 
to record almost three minutes of 
action which can be replayed dur¬ 
ing the current mission (providing 
you don’t crash or bail out). The 
mission stops while you watch the 
replay from any viewing angle in 
the sky. Once the replay ends, or 
you abort the replay, the action 
resumes where you left off. 

Although you can change your 
viewing directions from right, left, 
down, rear, and cockpit by the click 
of a key, there are times when a 
sweeping panoramic view is 
necessary. By pressing the number 
“9” key, the plane is put on auto¬ 
pilot and by moving the mouse you 
can control the viewing direction (a 
handy feature to have when you 
suspect a plane is directly above). 
The current viewing angle is dis¬ 
played in the cockpit to assist in 
orientation and it constantly 
changes as you scan. 

At the bottom of the cockpit 
screen you’ll find important bits of 
information popping up now and 
then. Warnings that you’ve been hit 
or that you’re about to stall are the 
most prevalent. It’s here where 


down four Japanese planes. To 
advance in rank or win medals, 
completely fulfilling your mission 
objectives is crucial. Results are 
posted in your service record and 
you can compare your 
accomplishments with other pilots 
in the saved listings for Best Career 
and Best Mission. 

To all hard disk owners, the 
program is not copy protected and 
can be played from the hard drive. 
Double sided disk drive owners can 
combine the two distribution disks 
onto one to eliminate disk Swap¬ 
ping. The program incorporates 
random drawings of airplanes 
which must be matched with ones 
appearing in the manual. Type in 
the password appearing under the 
likeness in the manual and you’re 
ready to go. Mercifully, the program 
ceases to require this identification 
after several different missions in 
the same play session. 


ATARI ST/MEGA 


The 130+ page manual that 
accompanies the program is one of 
the finest I have seen for any 
program. Crammed with historical 
data and vintage photographs, it is 
well organized and far exceeds the 
requirements for any game. 

Summary 

All told, Batt/ehawks 1942 is an 
excellent program that I highly 
recommend. The only major draw¬ 
back is that the action is somewhat 
sluggish when the game has 
several planes on the screen at the 
same time. Also, although the 
packaging touts “high resolution 
digitized planes and ships,” the 
graphics don’t appear to be that 
unique except when you’re almost 
on top of another plane or a ship. 

fE/ectronic Arts, 1820 Gateway 
Drive, San Mateo CA 94404, (415) 
572-2782. Color. $49.95.) 


If you are a scientist or an engineer, 
or you are learning to be one, 
then we have something for you! 



you’re informed that the mission is 
over and you must press “Q” to 
return to the Ready Room for flight 
review and evaluation. 

The underlying factor in your 
evaluation is whether or not you 
successfully completed all aspects 
of your orders. In the above 
scenario, the loss of even one 
Avenger would be considered a 
failure even though you brought 


EL CAL. The Math Machine. 


□ 36 standard functions □ 44 statistical 
distribution functions o 12 user-defined func¬ 
tions o Function, histogram, scatter plots □ 
Square and cubic equations □ Numerical 
integration, differentiation, equation solving 

□ Mean, s.d., regression, correlation 


□ Polynomial least squares □ General func¬ 
tion optimization □ Data points and histo¬ 
gram fitting o NEW! Linear equation systems 

□ Matrix and vector operations 

irr Reviewed in Current Notes May. 89 
and in STtnformer September. 89 


Runs on any ST (TOS in ROM) or Mega, color or monochrome. 

To order, send a check or money order for $44 (p/h included) to 

Debonair Software, P.O.Box 521166, SLC, UT 84152-1166 

Outside continental U.S. add $5 for shipping. Utah residents add sales tax. 
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IfUL Calc 

This “Small Miracle” was written by Tim Fullerton of 
Triangle, Virginia. A more complete version was 
donated to WACUG as IRACALC.BAS. It is based on 
systematic deposits to an account that has a constant 
rate of deposits. To keep it short, Tim assumed 
monthly deposits (of a fixed amount) into the account. 
Tim uses this program to forecast IRA accounts. The 
longer version allows the user to choose from a 
weekly to a semi-annual deposit rate. Also, it allows 
output sent to screen or printer. 

5 DIM CON$(5) 

70 LET CON$=”MONTH”:LET D=12 

100 ? “}”:REM CLEAR SCREEN 

105 POSITION 11,1:? ” IRA CALCULATOR ” 

110 POSITION 4,4:? “ENTER THE AMOUNT TO BE 
DEPOSITED PER ”;CON$;:INPUT MD 
115 POSITION 4,6:? “FOR HOW MANY 
YEARS”;:INPUT YR 

120 POSITION 4,8:? “WHAT PERCENTAGE RATE” 

125 POSITION 4,10:? “FOR EXAMPLE: 12 1/4 WOULD 

BE ENTERED AS 12.25”;:INPUT PC 

140 LET ME=MD:LET PR=PC*0.01:LET MI=(PR/D)+1 

160 FOR Q=1 TO YR:REM START OUTER (YEAR) 

LOOP 

165 FOR Z=1 TO D:REM START INNER (MONTH) 
LOOP 

170 NMT=MI*MD:REM MULTIPLY ACCOUNT BY 

MONTHLY INTEREST RATE 

180 MD=NMT+ME:NEXT Z:REM ADD DEPOSIT AND 

LOOP BACK FOR NEXT MONTH 

200 POKE 764,255:IF PEEK(84)>=20 THEN GOSUB 300 

205 ? “VALUE AFTER ”;Q;” YEARS IS $”;NMT 

220 NEXT Q 

222 POKE 764,255:GOSUB 300 

225 ? “}”:? “TOTAL VALUE OF IRA IS $”;NMT 

230 TC=(ME*D)*YR 

235 TP=NMT-TC 

240 ? “TOTAL CONTRIBUTIONS.. $”;TC 
245 ? "TOTAL INTEREST. $”;TP 


250 CLR :END 

300 ? ” PRESS ANY KEY TO CONTINUE” 

310 IF PEEK(764)=255 THEN 310 
320 ? “}”:RETURN 

Graphics 9/10/11 

Before running, the program asks the user which of 
the three graphics modes he wishes to choose. 
Selecting 9 will bring up a black, white, and grey 
rectangular design which fills in bit by bit in a 
back-and-forth movement. The same sort of thing 
takes place but in color for Graphics 10. However, in 
this mode, some parts are erased as others fill in. The 
Graphics 11 demo is closer to the first, although in 
color. 

1 PRINT “}WHAT GRAPHICS MODE(9,10,11)”;:INPUT A 

29 REM LIGHTSHOW #2 

30 GRAPHICS A:FOR 1=0 TO 79:FOR J=0 TO 
79:COLOR I+J/4+4 

40 PLOT I,79-J:PLOT J,79-I:PLOT 79-J,79-I:PLOT 
79-I,79-J:PLOT 79-I,J:PLOT 79-J,I:PLOT LJ:PLOT J,I 
50 NEXT J:NEXT I 
60 GOTO 60 

F readout 

A series of moving dots arrive in everchanging colors 
on varying backgrounds. Awful discordant music 
accompanies this. 

10 DIM A(18):GRAPHICS 18:POKE 756,4:FOR 1=1 TO 
1&READ X:A(I)=X:NEXT I 

20 L=INT(RND(0)*18)+1:FOR REG=0 TO 3:FOR VOL=l 
TO 7:SOUND REG,A(L),12,VOL:NEXT VOL:POKE 
1024+REG*2,PEEK(53770) 

30 FOR 1=1 TO 65:NEXT I:POKE 
1025+REG*2,PEEK(5370):NEXT REG:POKE 
708,PEEK(53770):POKE 712,PEEK(53770);COTO 20 
40 DATA 

243,217,193,182,162,144,128,121,108,96,91,81,72,63,60,52,48,45 

Graphics 11 

This produces a series of randomly generated rainbow 
designs rapidly following one another. It is in 
Graphics 11 mode and is quite attractive. 

5 Z=0 

10 GRAPHICS 11 
20 FOR 1=1 TO 79 
30 Z=Z+1:IF Z>9 THEN Z=1 
35 COLOR Z 

40 PLOT I,X:DRAWTO 79-1,X 
50 PLOT I,190-X:DRAWTO 79-1,190-X 
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THE ONE PLACE FOR 
ALL ATARI OWNERS 

The Electronic Clinic is the one-stop shop for all your Atari needs. If you own or would like to purchase 
ANYTHING with the Atari name on it, we are the people to talk to for sales, service and support. We carry a full 

line of software, accessories and peripherals for: I--- 

c>Atari 2600 and 5200 and XE game machines M@Ciafil@ 30 

oAtari 400, 800,800XL, 1200XL, 65XE and 130XE 8-bit computers *___ 

o Atari 520ST and I040ST 16-bit computers, and $0 /0 

o-the new Atari Mega ST computers! ~— 

We also provide factory-authorized service on all Atari-manufactured products. We have been in the 
service/repair business for 20 years, repairing stereo and video equippment, and have been servicing Atari 
computers for 8 years. 

At The Electronic Clinic, we are dedicated to providing all Atari owners with the tools they need to get the 
most out of their computers. Give us a call or drop by for a visit! We take personal checks and cash (No Credit 
Cards) and are open Mondays, Tuesdays, Wednesdays and Fridays until 6, Thursdays until 8, and Saturdays 
from 9 to 2. 

MAIL ORDERS ARE WELCOME! 

THE ELECTRONIC CLINIC 

4916 Del Ray Avenue, Bethesda, MD 20814 

(301) 656-7983 
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CRACK’ED 

We begin with a silly premise. You are a profes¬ 
sional ornithologist who one day finds rare South 
American birds nesting in your backyard. Instead of 
calling the local aviary, you foolishly allow the innocent 
creatures to continue living in a hostile world popula¬ 
ted by' evil birds, owls, snakes, and other assorted 
video game riffraff. Even more unwisely, the rare 
creatures decide to leave their nests and eggs to the 
mercy of these backyard villains 
while they are off feeding. 

Not one to sit by idly while 
defenseless eggs are attacked, 
you rush into your house, grab a 
slingshot, and begin picking off 
the felons. Shooting them before 
they grab an egg is advisable, 
particularly when they steal from 
the nests closest to the ground. If 
this is impossible, then do them 
in before they run or fly off the 
game screen. When shot, an 
egg-carrying varmint will drop his 
egg. If you can catch it before it 
hits the ground, it can be saved 
and returned to one of the five 
nests. Even better, try to hit the 
thief when he’s flying directly 
over a nest. If that happens, the egg will drop in 
without your having to catch it (assuming there aren’t 
five eggs in it already). 

Although you begin with 25 eggs (five to each 
nest), it won’t be long before those numbers dwindle 
appreciably. This is no easy game in any of its three 
modes (easy, normal, or insane). Fortunately, each 
level is timed, and you only need to have one 
remaining egg in order to move on to the next screen. 

Helping break the monotony of this very basic 
game idea are three factors. First, there are five 
different nest locations, each with its own set of 
creatures. In addition to the backyard tree, there are 
rat-infested sewers, anchovy and squid-populated 
seas, dungeons filled with ghosts and skeletons, and 




MWm 



an unfriendly moon containing meteors, spaceships, 
and aliens. 

Bonus rounds, in which you must fire eggs at 
roosters who pop up from behind a series of 
window-like nests, is a second factor helping to add a 
little more zing to the game. If your shot finds its mark, 
you earn points; if you miss, you lose an egg (you get 
ten in each round), lose points, and make a mess of 
the roost. Not shooting saves your egg, but still costs 
you points. 

The control system is the 
third factor adding challenge and 
variety to the program. Shooting 
a pest requires using the joystick 
to position the cross hairs on the 
creature and pressing the left 
controller button to shoot. 
Catching an egg is accomplished 
by positioning’ the cross hairs 
under the object while holding 
down the right button. Before the 
button is released, the egg must 
be carried to the nest. Releasing 
the button drops the egg. In the 
bonus screen, the controller is 
used to point the bottom and 
right screen arrows at the roos¬ 
ter’s face before firing. All func¬ 
tions are awkward at first, but 
with time and practice, most players can become fairly 
competent. 

Although the sound is merely adequate, the 
graphics are attractive and colorful. The screens look 
like coloring book drawings, and the characters at 
times are a bit too cute to want to shoot. 

Anyone owning the XE light gun game Barnyard 
Blaster is going to see a lot of similarity between these 
two programs. One of my objections to Barnyard 
Blaster was that it allowed players to kill harmless 
barnyard creatures, often for no particular reason. 
Fortunately, in Crack'ed, the weapon is a slingshot, 
and there is a worthy rationale for the violence. 
Ironically, because of its difficult control system, 
Crack’ed is not as suitable for young children as 
Barnyard Blaster\Nas. 
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Hat Trick 

Hat Trick \s another one of those arcade programs 
which was up-to-date in the mid-80s, but is sadly 
behind the times as we near the last decade of this 
millennium. Today, with other game systems and the 
rival 8-bit computers showcasing full-squad hockey 
games, having Atari reproduce a simple two-on-two 
competition is a bit of a disappointment. 

Compounding this is the fact that, 
unlike One-On-One (the classic bas- 
ketball confrontation), Hat Trick is lack- ( 'f' nS E/ 
ing in the sorts of variations that make a 
game increasingly more challenging as 
the player’s abilities grow. The only 
choices here are one-player novice 
and expert levels and a simple two- a , ^ 
player contest. Neither one-player fk 

contest is backbreaking. My seven- ' 

year-old daughter already has beaten 
the computer in the expert mode more ** 
times than I care to mention. —. — 

On the plus side, the fact that my 
two young children enjoy Hat Trick is a credit to its 
ease of use. Both players on a team (the skater and 
the goalie) are controlled by the joystick. Stealing the 


puck from your opponent is effected by maneuvering 
your player until his stick touches the puck. Pressing 
the button releases the puck, hopefully into your 
opponent’s goal. Occasionally, you can earn an easy 
goal by bouncing the puck off a certain wall and 
watching it rebound into the opposition’s goal; some¬ 
times this will backfire, sending the puck into your goal 
and giving your opponent a free point. After two 
sfitf T&tL minutes the game ends unless the 
score is tied. In that case one overtime 
1 period allowed. That’s all there is to 
a it. 

The overhead view of the players 
lUp and the rink is well done, as is the 

-ggjsr scoreboard, which reports the score, 

0 the number of saves for each player, 

and the game time remaining. Anima- 
l tion is fluid; the sound effects are 

' adequate; and the ice cleaning 

V 'u sequence is cute the first time you see 
/ it. The musical score consists mostly of 

- .. “Turkey in the Straw,” a very curious 

choice for a hockey game. 

On the 2600, Hat Trick would be slightly above 
average. For the 7800 it is an occasionally enjoyable 
disappointment. 
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Ver. 2.01 Universal Item Selector 


BEST file program available. Complete file manipu¬ 
lation is possible without use of the desktop. Use 
from within operating programs. With Wildcard fea¬ 
tures, Group operations are greatly simplified. 
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Y 415-465-6556 Bert ■?| 7 m S M P | 1 |B WEB* HP 18 1/8 P $88.00 

jL 801-35» -8855 llSj 8588ST WF f CWl M -- , ■ gJl 

j 617-557-5527 C»rl inEFgfearimi , _ \ji hturned $180.80 

Y 617-877-8257 Cow 1287ST.DMF 0 1 Rente! LJ 18 2x6.5 $152.88 -£ 

^ ^ TT~~p |^ "pTo~T 1 1 » IZ [Peletej | 1 j"" 1 ^ ^ 

Shift/Click group operations are easy. Just hold 
down the shift key and select your files for any 

operation. You can also move up the folder tree 

by just clicking up the directory line. No more 
clicking out of each folder to go higher. Just 
select the superior folder and click on its name; 
it’s that simple. 

Application S Design Software 

▲ A part of MacDonald Associates 

A BB 226 NW F’ Street 

& BB Grants Pass, OR 97526 


A &9 


Includes Vertical 
Drive Selector 
Moves / copies / 
deletes / renames 
Uses Wildcards on all 
files 

Prints directories and 
files 

Group operation file 
status 

Hide and Unhide 
single and groups of 
files 

Lock and Unlock 
single and groups of 
files 

Find a file on any 
drive 

Only uses 24K of 
RAM (plus 7K copy 
buffer) 

Programmable 
Default Features 
Remembers last path 
name used 
Never compromise 
your style again, it 
does it all 


$ 19 95 


r-nr-r- UPS 2nd Day Air 

FREE if ordered by 

12/16/St 


Visa or Mastercard Orders: (503) 476-0071 

' Noorf-SPM Weekdays 


rnrr RAM disk and print spooler inclu 
rnCC ded FREE with each Universal Itev 


ded FREE with each Universal Item 
Selector purchased. 


jion^BlockPrvntTM^jord^Outline^J] 
E: \mOMR ITE\TU.HEEK\BUSIHESS\COHTRACT, DOC 


lent runs 1/4 pg 
| m | [~f~[ pther ads can be 


in responsibility 
Hr fc* to pay all 


Rubberband group operations are possible 
with all “Action Buttons" featured on 
Universal. With verticle drive bar and path 
memory, you no longer have to type in 
drive path changes. 


Desk File View Options 
WPM O:\DAJAMA6R\ 1 

Mi 1356571 butes used i I 


Universal- I ten Selector 
v. 2.81 Copyright ‘1188 by 
Application 2 Design Softnare 

Design: Chris Lathan 
Hike Lindsay 
Rod MacDonald . 
Programing: Chris Lathan * 


L 8542 2 bytes used in 17 
=ftAUT 0 o 

I 1 ALARHCLK ACC 

ALARMCLK DAT 

j ALARMS ALR 

i ALT ACC 1 

ALTAUTO DAT 

, j ASSI 8 N SYS 

CALLFSEL ACX 

! C 0 DIN 6 ALT 

MAIUIST ACC I 

| MAILLIST DAT 

MAILLIST RSC I 

MARE.DOC ACC 

, ! SI-RAM ACC 

! |SI-RAM DAT 

I SI.RAM RSC 

1 | TYPEWRIT ACC l 0 


MODIFY.PRG included with Universal 
allows the user to set the defaults to their 
personal preference. Such things as Hidden 
files, sort type, current or original copy 
dating, quick extensions and much more. 
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Sparta DOS X vs DOS XE 

No Comparison! 

Review by Terry Cowen 


I started to write this review 
using Atari’s new DOS XE and 
caught myself just in time. Not that 
the writing would be any more or 
less convenient, but I wanted to be 
sure I would be able to share the 
article with individuals who might 
not have a modem. There is no 
other way to get the information to 
a DOS 2.x format disk. 

Yes, that’s right! DOS XE is a 
beautiful piece of unfinished soft¬ 
ware which may discourage any 
new 8-bit user from pursuing any 
more Atari products. It is hard to 
believe that it was released in its 
present form, and the most dis¬ 
couraging part about it is that it may 
stay that way forever. 

The XF551 DD DS Drive 

Am I going too fast for you? All 
right, then, let’s start at the begin¬ 
ning. It all started when Atari 
released its replacement for the 
1050 disk drive: the XF551 double 
density/double-sided wonder-drive 
with automatic transmission and 
high speed skew. This is the drive 
they should have released the first 
time around. It is the fastest, quiet¬ 
est, highest capacity and the best 
looking drive available as standard 
equipment on an 8-bit machine. 
The only serious problem was that 
Atari was stampeded into releasing 
it before the company was ready 
with the new DOS the drive 
required to make all these features 
perform as promised (Does this 
sound familiar?). 

It seems that the stock of 1050s 
ran out faster than expected, and 
Atari needed disk drives to live up 
to its advertising that the XE Game 
System could be equipped with 
one. Otherwise, they would be 
guilty of false advertising and would 


suffer severe loss of face and 
possibly what little market they had 
left in the upper level game market. 

Fortunately, the XF551 was 
ready to meet the challenge. So 
what if Bill Wilkinson hadn’t com¬ 
pleted the new DOS? All that was 
needed was a word processing 
program to “Search and Replace” 
the name of the drive and, of 
course, a new picture on the cover 
of the manual and PRESTO!, the 
new drive went out the door with 
the old, but reliable DOS 2.5! Atari 
didn’t print anything in the docu¬ 
mentation to describe the inacces¬ 
sible features, so no one could 
complain. Nice trick, huh? 

But all was not lost! Even if 
Atari didn’t have a DOS which 
could handle a double-sided/dou¬ 
ble-density drive, both SpartaDOS 
and MyDOS and a few others could 
release some of the hidden talents 
of this new creation. The only 
feature that was still inaccessible 
was the new High Speed skew, 
which was, of course, incompatible 
with any other drive on the market. 

It was about this time that I 
managed to scrape together 
enough cash to release myself 
from the drudgery of my tape drive 
and move into the world of “real” 
computing. The biggest miracle 
was that this long-awaited wonder 
was being sold for almost the same 
price as the old 1050 drive. I 
bought the first one (that I know of) 
in the Montreal area, and so began 
my quest for the perfect DOS. 

Search for the Perfect DOS 

So here we are, nearly two 
years later, and I’m still looking. I 
bought a SpartaDOS X cartridge in 
September and DOS XE in January 
of this year. When the manual for 


the SpartaDOS cart arrived in 
February, I quickly sprang for the 
upgrade to Version 4.19 ($8.00 plus 
$2.00 shipping). 

I must admit I began with a 
slight prejudice against DOS XE 
due to the delay of over a year 
between the purchase of my XF551 
and the arrival of the DOS it needed 
to realize its potential. You may 
imagine how much my Atari dealer 
dreaded my next visit to his store to 
ask for news. 

Sparta DOS X 

So, I began with SpartaDOS X 
(SDX), that was announced about 
the time I bought the drive and was 
really only a few weeks ahead of 
DOS XE. Maybe this is because it 
was shipped with a photocopied 
manual instead of waiting for the 
finished product. 

SDX is billed as a clone of the 
MS-DOS instruction set and fits the 
description well. Having worked a 
bit with a Zenith PC at the office, I 
was immediately impressed with the 
similarities. What is more impressive 
to a friend than seeing your system 
boot up to a TIME & DATE request 
(we didn’t have a clock card at the 
office either), and follow your res¬ 
ponses with a selection of choices 
for the program to run? The ability 
to tailor batch files to run almost 
any type of file is like a dream 
come true. I hauled out some of my 
old ANTIC & ANALOG disks and 
proceeded to set up menus for a 
selection of some of the best 
games from each. It is surprising to 
see how much will fit on a 360k 
disk. The only nuisance with this 
system is the need to type a dash 
[-] before your selection (e.g., “-A” 
to run “A.BAT"). 

The creation of a series of batch 
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files is eased by the “TYPE” com¬ 
mand, which allows you to print out 
the previous file and insert whatever 
modifications you need for the next 
program. As long as you start with 
the command “COPY COM: <files- 
pec.ext>” and end with “<CON- 
TROL>+3,” you can reuse the same 
file structure repetitively without a 
lot of repetitive typing. This is a 
familiar feature of SpartaDOS, but is 
much easier to use and understand 
in this latest version. 

A Powerful Package 

With its command line structure, 
adjustable attributes, flexible pro¬ 
gram environment, etc., etc., this 
DOS is incredibly powerful. 
Although I cannot describe all of the 
features provided by SpartaDOS X, 
here are some of them: 

A Compatible with any Atari 8-bit 
machine with at least 48k; 
it Cartridge based for almost in¬ 
stant loading and minimum 
memory use; 

it Compatible with all drive types, 
sizes & densities; 

•it Will use High Speed Skew on 
capable drives (even on the 
INDUS GT); 

A Over 1,400 entries can be placed 
in one directory; 

A Filenames can now start with a 
number (great for batch file 
menus); 

it The number of subdirectories is 
limited only by memory con¬ 
straints; 

☆ Time/Date stamping available 
with or without the R-Time cart; 

A Pass-thru Cartridge allows 
stacking of Language or other 
carts; 

it Supports RAMDISKS up to 1 
megabyte and can re-boot from 
a RAMDISK; 

it User-definable prompt (you can 
have fun here!); 

☆ MEM-SAVE feature with defin¬ 
able destination; 

it BASIC can be toggled on or off 
with no need to hold <OPTION>; 
it TYPE command to show the 


contents of text files; 
it Definable PATH to search for 
requested files; 

it PEEK & POKE available from 
DOS; 

it MENU for ease in manipulating 
files/directories; 

A Can DUMP memory to screen or 
printer; 

A Built-in ARC utilities with multi¬ 
ple parameters and features; 

A Will Read or write to DOS 2.x, 
SpartaDOS, and a few other disk 
formats; 

A Can re-direct output to the 
screen, printer, drive, etc; 
a XEP80 handler included in the 
cartridge; 

A The CONGFIG.SYS function 
allows you to set up the System 
configuration you want on any 
particular application disk, 
selecting only those handlers 
you will need. This allows you to 
reduce the already scant use of 
RAM in your set-up, or to allo¬ 
cate extra RAM to RAMDISKs, 

With A Few Shortcomings 

With this kind of power it is hard 
to be critical, but there are still a 
few shortcomings here: 
x The program will not automati¬ 
cally change to double density 
to accommodate an Atari DOS, 
MyDOS, or DOS XL D/D disk in 
an XF551 drive. It will read these 
formats when in double density, 
but a read of a single density 
disk in between forces you to 
insert a Sparta format D/D disk 
to reconfigure the drive before it 
will recognize the D/D Atari for¬ 
mat. 

x The ARC function doesn’t allow 
for disk swapping, so you often 
have to copy an ARCed file to 
another disk before decom¬ 
pressing it. 

x A binary file with no extender 
requires a <•> to be recognized 
(ie. “MENU.” not “MENU”), 
x There is no way to use the HIGH 
SPEED of the XF551 when a 
disk-based DOS is required as 


the skew format is not compat¬ 
ible with any other (including 
SpartaDOS 3.2). 

x The “Path” function is not sup¬ 
ported for reads in the MENU 
screen. When copying a group of 
files in a subdirectory to another 
disk the computer fails to find the 
source file on the second pass. 
This makes it difficult to copy 
large sets of files unless they are 
in the root directory. Of course, if 
you resort to XCOPY in the 
SpartaDOS Toolkit you have no 
such problem. 

Let’s see, that makes $79.95 for 
the SDX cart, $39.95 for the Sparta¬ 
DOS Construction Set and another 
$29.95 for the Toolkit, or a grand 
total of $149.85 to properly enjoy 
this experience. As impressive as it 
is, this is quite an investment for a 
complete DOS. Surely, some sort of 
bundling offer could be made by 
ICD. 

Atari’s DOS XB 

And so we come to Atari Corp’s 
solution to the problem of a new 
DOS. In spite of my earlier remarks, 

I am going to state unequivocally 
that DOS XE is potentially a very 
powerful tool. At $10.00 plus $3.50 
postage it even represents a rea¬ 
sonable alternative for the new Atari 
user. Very few XE Game System 
owners will find the addition of a 
disk drive attractive if it implies an 
additional $150 expense to be able 
to fully utilize the drive. (I under¬ 
stand Atari is supposed to replace 
DOS 2.5 \n the XF551 package with 
DOS XE, but this hasn’t reached 
Montreal yet.) Thus, DOS XE comes 
to us in as economical a package 
as can be expected in view of the 
excellent documentation supplied. 

DOS XE is designed to be 
understandable for even the most 
inexperienced of our new brethren, 
while offering a selection of power¬ 
ful utilities for the advanced 
machine language programmer. 
The multi-menu layout is not too 
difficult to learn by heart, if it is all 
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you use, and it separates the vari¬ 
ous DOS functions into fairly logical 
groupings. The problem here is that 
the combination of the two can be 
like driving a Ferrari in an alley with 
“speed-bumps.” 

Every time you build up speed 
you hit a request to hit the 
<START> key to confirm your in¬ 
tentions. This is also the only way to 
recover from an error in input, 
following which you must re-enter 
your choice from the beginning. 
While this will no doubt save in¬ 
numerable disks from the finger- 
fumblings of the beginner, it soon 
taxes the patience of anyone who 
has a reasonable familiarity with the 
computer. 

Still, the problem is created as 
much by the flexibility of the 
options as by the error-checking. 
You can not give easy access to 
this many options without having 
them become a source of tedium. 
Most of the options are very desir¬ 
able on a more or less frequent 
basis, so it would not do to elim¬ 
inate them. 

The solution here is provided by 
allowing chaining of commands on 
a single command-line. Starting 
each command with a <•>, followed 
by the desired menu section and 
the command to be executed, 
allows DOS XE to 
flip through the 
intermediate 
screens and 
move directly to 
the execution of 
your instructions. 

The <.> returns 
the interface to 
the Main Menu, 
while a <;> at the 
end of a com¬ 
mand line will 
answer any input 
requests with a 

< R E T U R N > 

(except for 
prompts for the 

< START> key). 

Each instruction 


need only be separated by a 
<SPACE>. Once you become 
familiar with this format, the pro¬ 
cedure becomes less irritating. 

DOS XE Features 

Here are some of DOS XE’s 
more desirable features: 

☆ support for all types of Atari 
compatible drives in single, 
enhanced or double density; 

☆ support of high speed skew for 
XF551 format disks (I question 
this one very seriously-See 
Table 1 for more details.); 

A ability to configure the system 
set-up with various drive and 
handler configurations; 

A ability to dump file listings to 
screen, drive or printer; 

A allowance for disk swapping in 
file copying procedures; 

A A good selection of utilities for 
manipulating memory, binary 
files, etc.; 

Also, the DOS resides mainly in 
the RAM under the Operating Sys¬ 
tem and allows you to toggle 
between Basic and DOS XE with 
no need for a MEM-SAV file. This 
means exiting to DOS is non¬ 
destructive to the program area (at 
least on the size of BASIC files I 
used). 
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Subdirectories and More 

Subdirectories are supported for 
the first time in any Atari Corp DOS. 
Each directory can support up to 
1,250 entries, with any number of 
these being subdirectories. Sub¬ 
directories are mainly limited by 
memory size, or by the 80 character 
limit on Pathnames. Any valid 
directory can be made the Working 
Directory for flexibility close to that 
of SpartaDOS. 

Batch files can be set up to 
ease start-up or other extensive 
routines which must be repeated. A 
file named AUTORUN.BAT will exe¬ 
cute on booting the system, 
although other batch files require 
access through the SYSTEM 
FUNCTION MENU. This is nice, but 
a far cry from SpartaDOS’s batch 
file handler. 

Disks can be initialized in any 
Atari 8-bit format as long as the 
drive can be configured to that 
format. The documentation supplied 
with DOS XE, like that for Sparta¬ 
DOS X, is extremely well-written 
and provides a wealth of informa¬ 
tion for the programmer without 
swamping the beginner in the more 
basic sections. 

But a Unique Format 

DOS XE’s biggest problem is in 
the unique format it uses in writing 
to the disk. 
This format is 
incomprehen¬ 
sible to any 
other DOS on 
the market. 
Even Sparta¬ 
DOS cannot 
recognize this 
format (yet!). 
This is com¬ 
pounded by a 
convoluted 
manner of 
reading DOS 
2.x format 
disks. To have 
DOS XE rec- 
ognize the 


Table 1: SPEED COMPARISON: SDX vs. DOS XE 

Disks were prepared to boot TEXT PRO from each of the two new DOS types. To be 
fair to the disk format of DOS XE, the time required to initialize each DOS is shown 
separately from the program loading. An extra 4 seconds is required to read and execute 
the AUTOEXEC.BAT file used by SpartaDOS X to run TEXTPRO’s AUTORUN.SYS file. The 
following table shows the relative load speeds (on an XF551 drive): 


ACTION 

SpartaQQS 

QOSLXE 

DOSX5 

Boot DOS to prompt, (no file run) 

10 secs. 

24 secs. 

18 secs. 

Load & run TEXTPRO 

-Title screen appears 

14 secs. 

24 secs. 

11 secs. 

-Complete load time 

24 secs. 

51 secs 

29 secs. 

Load text file (TEXTPRO.DOC) 

10 secs. 

22 secs. 

17 secs. 

(to max. size of 15,536 bytes) 

Disk format from program * 

50 secs. 

50 secs. 

29 secs. 


* (SDX allows formatting options, (SSSD) whereas DOS XE automatically formats as 
per existing drive configuration.) 

With these results it becomes evident that the "High Speed” skew of DOS XE is either 
nonexistent or decidedly inferior to that of SpartaDOS X. The biggest surprise is that the old 
DOS 2.5 appears to be faster than its new sibling. 
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familiar DOS 2.0 ox 2.5 disk format, you must select 
this as an option. Even then, you must remember that 
to access the DOS 2.x disk, you must identify the drive 
as “A:,” “A1:,” “A2etc. 

Perhaps the worst result of this is that DOS XE is 
badly crippled when writing to DOS 2.x format disks. 
Although I was able to SAVE to DOS 2.x disks from 
BASIC without any problem, I received an error 
message if I attempted to COPY to these disks from 
the DOS menu. This is where a serious programmer 
will balk as he will be forced to keep his work on DOS 
✓tffdisks. Since DOS XE\s incapable of functioning on 
the original 800 or 400 computers, any program not 
written in BASIC will have to be ported via modem to 
be accessible to these machines. 

The choice is yours, folks. I bought my SpartaDOS 
^cartridge at a time when DOS XE was not available, 
and I am still happy with the purchase. Others may 
feel that the cost is just too much no matter what 
goodies are included. SpartaDOS offers substantial 
convenience as to speed and flexibility because of the 
cartridge format, while DOS XE is more of a value for 
the dollar. If cost is not as important to you as 
features, then the cartridge format is the way to go. 


COMPUTER 

ENTHUSIAST 

CATALOG 


Don’t Settle For A Price List! 

Shop Complete Descriptions & Photos Of The Latest Atari ST Products 

Shopping by mail doesn’t have to be a 
i>: gamble. Our Computer Enthusiast Cata- 

( ^5*. W/ r ) fl - log presents the latest and greatest in Atari 

ij ST software and accessories... with 

^ __ ' complete descriptions and photos. You 

can S ^°P confidence in the comfort 

I ”E35£t, Sjlt of your own home. 

Our selection includes U.S. products as 
y tefeiCTEmiS well as imports from around the World. 

:'A Many developers release their products 
^ Vr; j through us exclusively. Others we’re often 

r ' *”Cir]- r r*" the first to make public. Either way you 

P out about it first only through the 

- ; ~ Computer Enthusiast Catalog\ 

v ; A'-BMBiBI Special Deals abound in the catalog, too! 
V"' From time to time we buy out overstocks 

and discontinued items. We’ve liquidated 
items from SoftLogik, Michtron, GFA, 
Haba Systems, Cambridge LISP, Pyramide, Polarware, and many others. In 
fact, you’ll like all of our prices. They’re usually as good or better than 
prices in any mail order price list type ads... but we give you so much more: 
Of course the catalog descriptions are great. But we also don’t charge extra 
for using your credit card. We ship COD if you like. We give 10 day trials. 
on hardware and even some software! We handle returns and exchanges 
directly (rather than send you to the manufacturer). We treat you like a 
customer deserves to be treated and we appreciate your orders! /] ^ 



E. Arthur Brown Co. 


3404 Pawnee Drive, Alexandria MN 56308 
Toll-Free 1-800-322-4405 


Gj// TVovi 


Templicityl 


64 Ready-made Templates for 
Your Spreadsheet! 

Available for LDW Power, MasterPlan, 
SwiftCalc ST, and VIP Professional 

Easy To Use 
Personal Finance 
Real Estate 
Taxes 

Loan Analysis 
Budgets 

Bookkeeping and More! 

Not Copy Protected 
Reasonable Upgrades 
30 day, no risk, money-back guarantee! 

Complete pkg.-64 templates $29.95 

To order, send check or money order to: 

The Sterling Connection 

Box 4850 

Berkeley, CA 94704 

Specify which spreadsheet you have. 

To order by phone, call (415) 655-2355 

^ Mastercard and Visa accepted. CA res. add 7% ($2.10) sales tax. 



PrOCODV BACKUP 

You can’t backup your software 
because copy protection locks 
you out. ProCopy is the key! 

■ Protects against the accidental loss of 
expensive software 

■ Works with all Atari STs 

■ Copies both S/S & D/S disks _ . 

■ Use with 1 or 2 disk drives inquiries 

■ Not copy protected welcome 

■ FREE shipping and handling 
El TOLL-FREE telephone number 

■ Updates are only $12 with return 

■ Orders shipped same day 

■ Disk analyze function included 


Dealer 

Inquiries 

Welcome 


and C.O.D. 


HI 


Call (800) 843-1223 

Send check tor $34.95 (overseas add $2.00 for air mail) to: 

PROCO PRODUCTS 

P.O. BOX 666, CHEPACHET, RHODE ISLAND 02814 USA 
(401) 568-8459 

Available the moving finger co. tech-soft 
Internationally Building 2 computer wholesa 

in EuroDe Shamrock Quay 324 Stirling Highway 

K Southampton, SOl-lQL Claremont 

ana England a. 

Australasia Tel. 0703-227274 


TECH-SOFT 

COMPUTER WHOLESALE 
324 Stirling Highway 
Claremont 

Western Australia 6010 
Tel. 09-385-1885 
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Hacker Time 

By: Da vid Small 


It’s that time of year again. Fall. 

“Leaves are falling on the 
ground, it’s time I was on my way...” 
(the Zep). 

Drove up to the mountains a 
couple weeks ago to see the aspen 
trees changing color; words like 
“Nature’s riotous medley of colors” 
come to mind. (However, I can’t use 
words like that without sounding like 
a Writer, so I’ll just say it was pretty). 

And time, of course, for Hacker 
Convention, version 5.0. 

For you new readers, let’s take 
one paragraph and dispose of any 
ideas you might have about the 
word “hacker.” A “hacker” is 
someone who enjoys pushing the 
envelope—not the mass media/in¬ 
fantile practice of crashing com¬ 
puters. Dweebs crash computers; 
hackers make them do what the 
hacker wants, whether or not it’s 
currently regarded as “possible.” 
Alas, the term “hacker” has fallen 
into the same repute as the phrase 
“will ship in two weeks”; nowadays, 
to call yourself a hacker is perilous 
indeed. (“Hi, I’m Dave S., and I’m a 
Hacker.”) 

The original Hacker’s Conven¬ 
tion was called as the result of Steve 
Levy writing (of course) Hackers, a 
brilliant history of the computer era 
from the MIT Model Railroad Club up 
through the Atari era (there’s an 
excellent history of John Harris’ 
Pac-Man games in there, as well as 
Sierra-OnLine). The Hackers of the 
book were the young see-no-limits 
engineers who kicked us into the 
microcomputer age. 

The premise of the Hacker’s 
Convention was: A group of pro¬ 
grammers and engineers was 
thrown together into a campsite, 
with much self-brought computer 
hardware, for seminars, discussion, 
“random access,” munchies, and so 
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on, to see what would happen. 
Result: everyone had a fine time, 
and the video documentary of the 
event was shown on PBS. 

Hackers 2.0 was the first one I 
went to. I was invited because, well, 
I’d taught the Atari to be a Macin¬ 
tosh. (The enthusiastic booing of a 
group of Apple employees there let 
me know that not everyone appre¬ 
ciated this feat; however, I managed 
to recover and have fun.) 

In the four years I’ve gone to 
this, lots has happened to me. I went 
into a partnership with a friend, and 
it broke up; went into a partnership 
with my wife, and it had darned well 
better not break up; debugged 
several zillion lines of 68000; and 
have been working on raising 
several children. (Debugging 
children?) 

I think perhaps my lasting 
achievement of Hackers 2.0 was to 
short-sheet Jerry Pournelle’s (BYTE 
columnist) bed. I’d listened to Jerry 
talk about his experiences as a 
Scoutmaster and how the Scouts 
always would short-sheet his bed, 
and he sounded wistful, so Alex 
Leavens (who writes for START a 
good deal) and I crept into the cabin 
and did the work. 

I’ve been back every year; this 
year was version 5.0. The location, 
of course, is secret. (Hah! But I 
promised I wouldn’t say). It’s essen¬ 
tially a camp a few miles outside of 
Silicon Valley. You sleep in bunks, 
about 10 people per room, where 
campers have carved their names 
for ten to twenty years (judging by 
the graffiti). 

Let’s say you crashed last night 
at two, and are up at eight, a little 
before breakfast. Let me see if I can 
take you on a short tour. 

Up and out of the wood-smell¬ 
ing cabin. Tall trees surround the 



place; only the sky lets you know 
that civilization is nearby. You can 
see your breath in the frosty air and 
are glad that your wife packed a 
blanket for you, but it will be 80 
degrees by mid-afternoon. 

The first thing that strikes you is 
that everyone is wearing a T-shirt. 
There’s “NeVR” T-shirts, a pun on 
the NeXT logo; “Amiga Wake” T- 
shirts (a section of history I’m not 
clear on, relating to Commodore’s 
takeover of the Amiga); Hackers T- 
shirts; “David and Sandy Small 
World Tour” T-shirts; and so forth. 

Machine Room 

You hike down to the cafeteria, 
pour yourself a coffee or a Jolt Cola, 
and wander over to the machine 
rooms. 

Here, let’s see, are two NeXT 
cubes, many SUN workstations Eth- 
ernetted together, five or six Mac 
ll’s, two Amigas, an Atari ST with a 
Spectre GCR cartridge being a Mac 
(grin). Well, of course I showed it... 
There’s also a custom polygon 
generator “thing” animating shapes 
on an IBM VGA screen, and a virtual 
reality glasses/glove setup. (More on 
that later). 

Everyone’s pretty zoned out in 
the machine rooms; many have 
been up all night. 

My favorite, as I work on the 
coffee, is the Graphics Room. Here 
short clips of start-of-the-art com¬ 
puter animations are done. (I was 
quite entertained to find out that a 
Big Name in that field is “Pacific 
Data.” Inside joke.) Last year “Tin 
Toy," an Academy Award winner, 
was introduced there; this year, run, 
don’t walk, if you hear of something 
called “Knick Knack.” Both are from 
PIXAR, as are any number of other 
stunning little shorts. 
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I particularly liked the animation 
done with several thousand points. 
Each point was assigned to one 
processor (!!) in a Connection 
Machine, then the processors were 
“broadcast” various directions— 
form a face, do a flame, and so 
forth. 

In graphics, we are now at the 
point where if you have the machine 
time, you can create something that 
is indistinguishable from reality. 

MagPlot Done Right 

The best of the graphics are 
Blinn’s. If I recall correctly, Jim Blinn 
was the person who did the Saturn 
fly-by animations for the Jet Propul¬ 
sion Labs. Anyway, Blinn makes a 
series of incredibly good educational 
videos, called The Mechanical 
Universe. A group of hackers got 
together in the seminar rooms for 
the Graphics Night presentation; 
after seeing other videos, Blinn 
plugged in his tapes. 

In one segment, Blinn does a 
short study of magnetic fields, 
showing the field lines growing and 
shrinking as current is pumped 
through a coil. It looks so easy. But. 

In college, in my freshman year, 
I spent an ‘entire semester* writing 
a program to plot magnetic fields 
around a point; it was later printed in 
START magazine’s premiere issue 
(MAGPLOT). Each plot would take 
around 20 minutes on a Tektronics 
storage-tube terminal (a 4013, for 
you old-timers), and would bring a 
number-crunching, 60-user Cyber 
171 to its knees while plotting, so 
intense was the floating point math 
(and so intense was my knowledge 
of how to allocate myself priority 
machine time, but since there are 
still Cybers in service, I won’t tell 
how). Control Data will tell you it’s 
impossible; I suggest a close study 
of the archaic Checkpoint / Restart 
magtape commands with a few 
wild-eyed friends. 

Now MY field plotter was black 
and white, and 2-D. It did one 
“frame.” It took 20 minutes per 
frame. 


Blinn’s field plotter was color 
and was 3-D. The point-of-view of 
the camera casually wandered 
through the magnetic field lines at a 
slant. And this was one minor seg¬ 
ment of “The Mechanical Universe.” 
If you ever get to see it, do it... 

After that segment was over, I 
realized I hadn’t breathed for at least 
a minute. What a hack! This stuff 
was world class. After the last seg¬ 
ment, he got a standing ovation; I 
was in there cheering, too. 

Breakfast 

Time for breakfast. I always try 
to pick a table where I don’t know a 
single face, so I can get to meet 
people. 

One year it was Todd Rundgren, 
showing that a musician can do 
things to a Macintosh that its de¬ 
signers hadn’t envisioned. 

One year it was Jay Miner, who 
did the Atari 400/800 and Amiga 
chips. 

Both are completely friendly and 
nice people you’d want to go fishing 
with. It’s hard to picture the same 
Rundgren up on stage giving a con¬ 
cert, but it’s true. 

One year, Richard Stallman, 
who’s taken on the task of com¬ 
pletely reverse-engineering UNIX 
into something called GNU (which 
stands for, “Gnu’s Not Unix.”) 
Richard was the guy who invented 
EMACS (you may have used Micro- 
EMACS); he strongly feels that soft¬ 
ware should be “like public high¬ 
ways—publicly funded, publicly 
usable.” This, of course, has kicked 
off no end of debate. 

Since Stallman is quite a cap¬ 
able hacker, those faint moans 
you’re hearing are from AT&T UNIX 
management. 

Incidentally, Richard looks 
amazingly like Jesus, as in the pic¬ 
tures on church walis. (You know— 
shoulder length hair, deep eyes, and 
so forth). Having Jesus tell you that 
you should post your code into the 
public domain is extremely unset¬ 
tling. (I don’t mean to offend anyone 
with this paragraph; believe me, if 


you saw him, you’d say the same 
thing.) 

Andy Hertzfeld is an extremely 
sharp mind, and I agree, he should 
be appointed Keeper of the Mac 
Way. He wrote a healthy chunk of 
the Mac ROMs. Bill Atkinson, who 
wrote the rest (QuickDraw), I can 
perhaps relate to the most highly, for 
he is a dreamer, the best kind; see, 
in computers, dreams are where 
programs start. 

The phone hackers were there in 
force, and as usual, Deny All. Con¬ 
sidering some saw a bit of prison 
time for their hobby, I don’t mind the 
denials at all. 

Seminars 

Throughout the day, seminars 
on various topics are held. Now I’d 
stayed up until 5:30 the previous 
night playing some new Atari Games 
(video coin-op), so I missed the 
morning sessions on viruses and 
whatnot, but did catch the Hackers 
and Politics session. It’s all off the 
record for press-type people (which 
possibly includes me); I will merely 
mention that a certain Current Notes 
article on banning semi-automatic 
computers was hotly debated for a 
time... 

One thing I should pass on: 
Object oriented programming is 
clearly part of the future; you might 
as well get started. No one knows 
yet if C++ will be “it,” though. Many 
rumblings and consternations 
abounded. 

If you’re like me, though, and 
are comfortable at the machine 
level, there’s always a place for you 
at Apple or Microsoft. If I moved to 
either Bay Area or Seattle, I think I’d 
have a job tomorrow. Assembly 
Language = Job Security, as always. 

Lunch 

See: breakfast. Meet new people. 

Dinner 

See: Lunch. Meet new people. 

Next Day 

Reloop. 

And so forth and so on, through 
the days. The all-night cafeteria is 
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crammed with munchies, chips & 
dip, M&M’s, Jolt Cola (Jolt was first 
introduced to California at Hackers 
2.0). What you do is up to you. You 
can sunbathe out on the lawn, play 
frisbee, talk with people, renew old 
friendships from last year, and what¬ 
not. This year most of my hanging- 
around was with Alex Pournelle; we 
installed a 4070 controller into his 
hard disk, reformatted, and GCR’d 
the system. 

We did drop by the people at 
B&C ComputerVisions, when we 
needed some Supra utility software 
for Alex’s disk; he’d forgotten to 
bring a formatter up. Thanks to 
Bruce there for the help. 

Also Spotted (at the Explora- 
torium, something you absolutely 
must see if you visit San Francisco): 
Tom Hudson, Gary Yost, busy mak¬ 
ing ultra-big waves in CAD land on 
IBM machines (Tom wrote Degas 
and CAD-3D on the ST; Gary ran 
ANTIC magazine’s software business 
for a long time). Cindy Claveran was 
there; she’s doing well at Amdahl 
marketing. (She used to run Atari 
developer support). 

Virtual Reality 

One of the themes of this show 
was “virtual reality.” This is the pro¬ 
cess of putting a person into a 
machine-maintained reality. 

This is an old tradition (it began, 
perhaps, with the original Adventure 
game) brought to new heights. Try 
this: take two small ultra-high reso¬ 
lution TV’s, put them into goggles, 
and strap them onto someone. Add 
a glove which is wired for sensors 
and lots of software. Ping! 

Suddenly, you’re inside an eerie 
room. The frame rate isn’t great—4 
to 8 per second—but it’s enough. 
You can go to a bookshelf, reach 
out with your Glove, and open a 
book to any page, and read from it. 
Or toss it on the floor. Or toss it 
through the floor—whoops, software 
bug there. Sit in the chair, there, and 
roll through the doorway into a pool 
with fish swimming around. 

As you turn your head to the 


right, the view pans to the right; 
same with up/down. Pointing your 
finger in a direction (or walking, but 
the cables are short) takes you in a 
given direction. Even the view is 3- 
D; the eyes have parallax (are 
separated as your eyes are). 

Right now, it’s like being in a 
bad cartoon, since the graphics 
engines driving all this are just being 
made into chips; there is an awe¬ 
some amount of number crunching 
going on. Give it another 10 times 
the processor power, and it’ll be 
great. 

You will positively see more of 
this in the near and far future. The 
potentials are limitless; you may 
want to check out an extensive arti¬ 
cle on this in the Whole Earth 
Review, this month’s issue (kindly 
backdate for printing lead-time, 
okay?). During discussions, various 
hackers brought up ideas such as 
wandering around inside a 68030 
chip and watching things happen, 
CAD/CAM applications, and so forth. 
Much funding is being provided by 
NASA, various Defense department 
contractors, and so forth. 

There’s a lot here. I would im¬ 
agine that it might end up like TV- 
much potential, much dreck (can 
you imagine being in a reality that 
breaks for a commercial?), and 
there’s a lot of potential for some 
really good horror stories (Evil 
Genius takes over machine reality, 
transforms it into Hell.) 

But while it’s an on-the-edge 
technology right now, those techno¬ 
logies have a way of becoming first 
video games, then computers, for 
everyone, in perhaps ten years. 

Non-Conclusion 

I’ve learned a lot at these get 
togethers over the years. People at 
Hackers are human; Apple isn’t such 
an Evil Empire, some of the people 
there are pretty warm folks; 
Everyone Knows Everyone (there is 
SUCH a small subgroup of hackers 
who are really good that they all 
keep track of each other, be it the 
LA graphics group (Jicn Blinn & oth¬ 


ers), the Cupertino Mac Hackers, 
and so forth.) 

It’s really hard for me to sum¬ 
marize my feelings about the 
Hacker’s Convention. How do you 
summarize three days like this? It’s 
really, really good; imagine finding a 
hundred people who share many of 
your experiences. One way to say it 
is that it’s a weekend where I don’t 
have to translate everything I say; 
people know what you’re talking 
about, and can fill in the rest of your 
sentences if you pause. 

Everyone’s been through the 
same exhausting debugging wars; 
people can relate when you tell 
them of the horrors of reading 
McDisks on non McDrives, and 
generally egos are checked at the 
door. (There are exceptions, but 
that’s the case in any group.) 

And I found it quite funny to see 
a bedraggled, T-shirted hacker drag 
himself to the parking lot, step into a 
white limo with TV antenna, and be 
driven away. Did I forget to mention 
that some of these people, shall we 
say, got stock options? 

So goodbye, HackerCon 5.0. It 
was wonderful, and I’ll see you next 
year, with any luck at all. 

* * 

On the TV tonight, I see an 
earthquake has just struck Santa 
Cruz, and rippled up into the valley, 
nearly exactly 24 hours after my 
plane lifted off back for Denver. 
While I can’t call (all circuits are 
busy), I hope all my friends there are 
okay. 

See you next month! 

Time to RENEW? 

Please check your mailing label. If 
you see a ’8911’ on line one of your 
label, it means your subscription 
ends in the 11th month of 1989. 
That means this November issue of 
CN is your last.. An ’8912“ means 
the upcoming December issue is 
your last. Please renew your sub¬ 
scription early. It assures that you 
do not miss any issues and it makes 
our life much easier. Thanks! -JW 
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EDUCATIONAL COMPUTING 

Educational Commuting 

By Pamela Rice Hahn 


Oh, the Joy of Routines 

Some people find comfort in 
routine. In some instances, I detest 
it. Sure, I welcome having a loving 
family and comfortable dwelling to 
come home to—it’s the 45-minute 
drive between work and home that 
used to bore me to distraction. (Or 
even worse, frustrate the #*%% 
out of me those times I’d find that 
the mental work I’d done on a 
review refused to surface once I 
was finally in front of my keyboard 
where I could start recording my 
“masterpiece.”) Then there was my 
tendency to get so wrapped up in 
my reverie that I’d find I’d gone 
miles I couldn’t recall traveling. 
Now, all that’s changed. 

What’s all this got to do with 
computers? Allow me to explain. 

Commuting isn’t the only repe¬ 
titious tasks I do. My home isn’t the 
only thing that requires the mono¬ 
tony of housekeeping. A computer 
has its own set of mundane chores: 
disks need to be formatted and 
backed up, files need to be trans¬ 
ferred from the hard drive to flop¬ 
pies and vice versa, desktop pub¬ 
lishing with a Hewlett-Packard 
DeskJet means I must wait for my 
pages to print, hard drives should 
periodically be backed up.... You 
get the idea. 

An Electronic Companion 

For those times when it isn’t 
practical to have a book propped 
up in front of my face, I listen to 
them. A book on cassettes is often, 
I’ve found, the ideal companion. 

There is now a large enough 
variety of these audio books to fit 
any occasion. For example, while 
my husband listened to the 12- 
tapes long, unabridged version of 


Clancy’s The Hunt for Red October, 

I listened to the condensed Ran¬ 
dom House version—two 90- 
minute cassettes—since I’d read 
the book but wanted to refresh my 
memory on some of the details so 
we could discuss it. I finished my 
“listen while I commute” version in 
two days and he finished his “let’s 
try to complete getting all these 
user group library disks in order” 
version about the same time. 

Electric Literature 

Audio books provide a wel¬ 
come escape from today’s “never 
enough time to do everything on 
your TO DO LIST.” I’ve laughed at 
P. G. Wodehouse’s fictional Berty 
Wooster & Jeeves escapades, 
taken countless paranoid glances 
out my rear view mirror while 
traveling tuned into a John 
LaCarre’ or Robert Ludlum thriller, 
traveled with Graham Greene’s 
aunt, planned my entrepreneurial 
future with Tom Peter’s assistance, 
and eased my empty nest syn¬ 
drome blues by being entertained 
by Christopher Robin and Pooh 
and Wind in the Willows. Tonight, 
when I’m done writing this, I intend 
to finish listening to Morris Bird the 
Third’s WWII-era schoolboy antics 
in The Greatest Thing Since Sliced 
Bread while I format some disks. 
(‘“Tis a far, far better thing I do,” 
whether reliving the classics or 
listening to a romance or solving a 
mystery than simply vegetating 
while the disk drive whirs.) 

The Reader’s Art 

With audio books, the reader 
can make or break the story. 
Richard Crenna, Julie Christie, and 
others do a wonderful job of mak¬ 


ing the stories come alive. (Ste¬ 
phen—(I love British accents!)- 
-Moore, who reads Douglas 
Adams’ Hitchhiker series, and Tony 
Barbour, who reads The Greatest 
Thing Since Sliced Bread, do a 
hilariously wonderful job.) Other 
memorable readers are Charlton 
Heston, The O/d Man and the Sea, 
and E. Murray Abraham, Red Storm 
Rising. 

Your Library Has One 

The audio books from Random 
House and Recorded Books, Inc. 
are always expertly done. A num¬ 
ber of companies now rent audio 
books. They’re available at most 
public libraries, too. If you prefer to 
own, Waldenbooks and QPBC 
(Quality Paperback Book Club) 
carry a wide selections. Audio 
books companies include: 

RandomHouse Audio Books 
Sound Editions 

100 Pine Avenue 
Holmes, PA 19043 
1-800-345-8112, ext. 25 

Listen For Pleasure, Ltd. 

111 Martin Ross Avenue 
Downsview, Ontario 
Canada M3J 2M1 

G. K. Hall & Co. 

70 Lincoln Street 
Boston, MA 02111 

Listening Library, Inc. 

One Park Avenue 
Old Greenwich, CT 06870 

fEditor: Pam’s husband, Car! C. 
Hahn—a frequent contributor to 
Current Notes and an active mem¬ 
ber of MVACE, passed away on 
September 19, 1989.J 
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A First Look at Masterlink 

Reviewed by Ed Seward 


Many people are already familiar with Flash, 
Interlink and ST-Talk Professional. For the last few 
weeks, I’ve been using Masterlink. While the version I 
am using (vl.1) is not yet the one that will be sent to 
stores, it is working more than well enough to get the 
feel of the program. (Intersect has a great history of 
supporting their products so I have faith in the 
problems I ran into being taken care of.) 

Parts of the Whole 

The construction and setup of Masterlink is very 
similar to Interlink. There are loadable emulator (EMU) 
and transfer protocol (TXF) files. One of the major 
changes in Masterlink from Interlink is the built-in 
background file transfers. This is accomplished by 
loading a task manager that controls which program or 
task gets how much time, then loading Masterlink over 
that manager. The two other major changes in 
Masterlink from Interlink are increasing the number of 
buffers from one to three and the addition of a script 
language. The script language can be used from within 
other programs by calling up the Task Manager and 
entering a command on the command line—one 
example would be to execute a script file. I have found 
the script language to be complete and easy to use. 

Getting the Feel 

Masterlink uses a loader program that determines 
whether or not the Task Manager is already resident in 
memory, then loads in the appropriate portions of 
Masterlink. Both Interlink and Masterlink allow one to 
set up eight replies for eight different prompts as well 
as providing modem and system configurations for 
each number in the dialer. This means if you wants to, 
you can use these to log on to most services and BBS’ 
automatically. (The dialer in Masterlink loads in forty 
numbers at time.) Another of the nice features in 
Masterlink is a script command to dial a number. By 
calling up the Task Manager from within another 
program, you can start the process of getting through 
to a busy BBS that has only one line (shame on them 
for having only one line!). Another option would be to 
write script files to log on to a BBS, gather all your 
messages and list the new downloads on the BBS, 
then log off that BBS—all automatically and done in 
the background. You can even do all this from within 
another program! By clicking on a completed task 


within the Task Manager, you can repeat that task/ 
command. For example, an aborted or terminated file 
transfer can be repeated by clicking on that task and a 
number can be redialed in the same manner. 

Automating Your Connection 

As I mentioned above, it is easy to set up 
Master/ink to respond to up to eight prompts during 
the log on process. It is also very easy to create script 
files. Masterlink has a “learn” mode that can be used 
to create script files. While these files won’t contain 
any of the conditional branching that Masterlink 
allows, they will suit the needs of many users. The 
script files created in the learn mode can be readily 
edited so that you can combine them or add options 
as desired. 

Miscellaneous Features 

There are several setup dialog boxes available 
w\lh\nMasterl/hk Among these are boxes to: auto¬ 
matically load specified loadable emulation and trans¬ 
fer protocol files; set the sizes of all the buffers; select 
such things as whether or not to use a custom file 
selector box (such as the UIS), whether or not 
completion tones/chimes are desired and six or seven 
other options. 

I almost forgot to mention another important 
feature—the “answer mode” which is really a limited 
BBS. There are two access levels and enough 
commands to make this a very useful feature. It is a 
nice way to get files to and from the office if you 
would rather not carry them or don’t have the same 
size drives at home and work. While this feature is not 
available in the version I have, I’ve used the same 
option in Interlink enough times to be sure of its 
usefulness. 

The Wind Up 

There are some features I would like to see 
changed. When the capture is ON, it is forced into 
buffer one. I feel users should be able to set this 
themselves as can be done with the ten buffers in 
ST-Talk Professional. Also, there is no command in 
the script language to toggle the capture ON and 
OFF. Adding that command, as well as one to select 
the active capture buffer, is a necessity. 
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On documentation I have to give Masterlink an 
“ok” but far from great. A major portion of the manual 
is taken in large blocks from the Interlink manual. The 
documentation on the script language covers 14 
pages. The script commands are covered fairly well 
but in another type of product or in the documentation 
for a comparable product on another system the 
documentation would be rated poor. 

The zmodem protocol is not yet ready nor is the kit 
to build protocol drivers, but both of these should be 
ready near the end of the year. The next version of 
Masterlink (VI .2) is due to hit the stores in the latter 
part of November. 

I don’t usually base a first look or review on an 
unfinished product, but Intersect is one of those 
companies that has proven it will put a good product 
out in the market and support it very well. Since this 
version is not the finished product, I am not going into 
a typing tirade over the bugs as it would be very unjust 
to do so. Even in this current unfinished state, 
Masterlink is already becoming my preferred terminal 
program. 

Well, time to get this off and to break STalker v2.0 
(a terminal emulator desk accessory that allows 
background downloading) out of the wrapper and take 
a look at that. I’ll give you a look at STa/ker in the not 
too distant future. 


File Online Setup Buffer Editor Finder Autonation 
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File Online Setup Buffer Editor Finder Autonation 


STOPS DUPLEX Pesos EMULATE URAP 


AUTO LOG-ON DATA EDITOR 


INQUIRE I: Usernane:. 
2: Password 
3: ? (Ey],n). 

4: (ly],n)_ 

5: Cl-163 
6: N,0) CY1 ? 

7:_ 

8:_ 


ANS 1: Ed Seward*_ 

2: not real pwk_ 

3: *_ 1 _ 


TYPE AHEAD BUFFER SETTINGS, BY COLUMN 
Ring Bell: 0__ No More Input: Q__ 


M File Online Setup Buffer Editor Finder Autonation 


^ File Online Setup Buffer Editor Finder Autonation 
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CN SPECIAL 


TURBO 16 

The Accelerator Board from Fast Technologies 

Review by Milt Creighton 


Turbo 16 is a $299 board, 
developed by Jim Allen of FAST 
Technologies, that replaces the 8 
MHz MC68000 microprocessor chip 
in your Atari ST with one that 
operates at 16 MHz. It also includes 
a 32K fast RAM cache. If you know 
what that means, great. Just pop on 
down to the later sections of this 
review. If not, keep on reading. 

Basics 

Inside your Atari ST is a chip 
called a microprocessor. It is the 
“brain” of your computer—an 8 
MHz Motorola 68000. This chip 
carries out the instructions you give 
it whenever you use a program or 
operate the desktop. It directs the 
efforts of all the other chips. The 
speed of this chip (called its clock 
rate and measured in Hertz) is 
directly related to the raw power of 
your computer, indicating how fast 
it can carry out your instructions. 
An 8 MHz chip is half as fast as a 
16 MHz chip, for example. That 
doesn’t mean a 16 MHz micro¬ 
processor-equipped computer is 
twice as powerful as one equipped 
with an 8 MHz microprocessor, 
however. 

A computer has many other 
chips in it that also affect its overall 
speed and power. In addition to 
input/output chips (such as the 
ones that control data going to and 
coming from your monitor, disk 
drive, hard disk, printer, and 
modem) one of the most telling 
factors in a computer’s speed is 
how fast it can access its Random 
Access Memory (RAM) chips. RAM 
chips come in many speeds with 
the faster ones costing a good deal 
more than the slower ones, Atari’s 
battlecry, “Power without the 


Price,” only goes so far. You can 
probably guess which chips Atari 
chose to use in your ST. 

Consequently, an accelerator 
board has to have more than just a 
faster microprocessor to achieve 
significant increases in computing 
power. Turbo 16 has both a 16 
MHz Motorola 68000 and a 32 
Kilobyte fast RAM cache. The RAM 
cache stores instructions already 
requested by a program (up to the 
limit of its capacity) and then looks 
first at the RAM cache for new 
instructions. Since many computer 
applications are, in fact, many 
iterations of the same instruction 
set, a significant number of new 
instructions will be found in the 
RAM cache. Here is where Turbo 
16 comes into its own. 

The instructions stored in the 
cache can be accessed at the 
faster speed of the 16 MHz micro¬ 
processor since the RAM chips on 
the Turbo /Aboard are much faster 
than the other RAM chips in your 
machine. Consequently, many in¬ 
structions stored in the cache can 
also be executed faster. Input/ 
output and main RAM speeds are 
basically unaffected, but many 
other instructions will carry on at 
the faster rate. 

Installation 

This is going to be a short 
paragraph because I strongly urge 
you not to attempt the installation 
yourself. Turbo 16 consists of one 
small printed circuit board just a bit 
larger than the microprocessor 
chip itself. The fast RAM chips are 
mounted under the new micropro¬ 
cessor. Installation is simple—just 
unsolder the original microproces¬ 
sor, install a socket, plug in the 


Turbo /Aboard and run a couple of 
jumper wires and that’s it. Just 
don’t try to do it yourself unless 
you are a very experienced techni¬ 
cian and have the specialized tools 
for the job. There is a very good 
reason why Jim Allen tries to sell 
only through dealers. 

Initial Results 

After getting Turbo 16 installed 
in my Mega ST4 by my dealer, I 
asked to look at a demo before he 
buttoned the system up. He booted 
the system in medium resolution 
and I played with the desktop a bit. 
The response of the machine was 
noticeably faster. The GEM desk¬ 
top, user friendly as it is, slows the 
ST down appreciably by adding an 
additional layer of software bet¬ 
ween the user and the machine. 
Turbo 16 improves on that and the 
addition of Turbo ST (version 1.6) 
and G+P/us makes the ST a speed 
demon indeed. I was so enthralled I 
almost forgot to try the system in 
low resolution. I did and it bombed, 
resetting the machine. I tried it in 
high resolution on a monochrome 
monitor only to have the same 
thing happen. 

Help! 

A quick call to FAST Technolo¬ 
gies’ Jim Allen revealed that my 
blitter chip was the probable culprit. 
I rebooted the system in high 
resolution with the blitter chip turn¬ 
ed off and the system worked fine. 
Turning on the blitter chip again 
caused the system to bomb. Jim 
suggested changing out the blitter 
with another one. It seems Atari has 
used different suppliers for their 
blitter chip and the one in my 
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machine (by GE/RCA) just could 
not stand the additional strain of 
the Turbo /^accelerator board. He 
replaced it with one made by 
National Semiconductor and the 
problem went away. He buttoned 
up my Mega and I took it home. 

When I got home I reconnected 
my Mega and turned the machine 
on. It didn’t bomb, but the icons on 
the desktop were corrupted and 
any window that was open would 
be torn apart by the drop-down 
menus. My heart sank. It was 100 
miles back to the dealer. I tried 
again with no accessories or auto 
programs loaded—same problem. I 
tried turning off the blitter. Now the 
desktop looked fine, but the drop¬ 
down menus were smeared so 
badly I could barely read them. I 
decided to go upstairs and get a 
drink and let my mind settle while I 
tried to think of what to do next. 

When I returned, I reset the 
machine with the RAM cache turn¬ 
ed off (optional hardware switch) 
and the problem went away. Great, 
now I had an 8 MHz Atari again. I 
rebooted the computer once more 
with the RAM cache on. No 
glitches. I rubbed my eyes, but that 
was right. The ST functioned flaw¬ 
lessly and the speed was all I had 
hoped it would be. I tried rebooting 
with the accessories and auto pro¬ 
grams I normally use. No problems 
as far as the desktop operation was 
concerned. 

The Diablo Emulator, Hot 
Wire, and TurboST 

One difficulty I did discover 
was the Diablo emulator for my 
SLM804 laser printer. It would spit 
out two or three partially printed 
pages for each page it printed 
properly. By that I mean you might 
get three pages of dark raster 
and/or half-printed text before the 
emulator would produce the page 
properly. It was only a problem 
when printing from the desktop. 
The emulator worked properly from 


inside Word Perfect for example. 
Turning the blitter off fixed the 
problem of printing from the desk¬ 
top. 

Other than the difficulty with 
the Diablo emulator I only encoun¬ 
tered two other problems. One was 
that Hot Wire would no longer load 
from the Auto folder. It worked 
properly if I ran it from the desktop, 
but it just would not install from the 
Auto folder and it would not stay 
resident. Turning the blitter chip off 
did not help. 

The other problem was that 
with Turbo 16 installed TurboST 
(version 1.6) interfered with the 
operation of the spelling checker in 
WordPerfect. Deinstalling TurboST 
from the desktop didn’t solve the 
problem. The system has to be 
rebooted without TurboST installed 
for the spelling checker to work. 
Once that is done, the spelling 
checker works fine—and so fast 
you can’t see the word count in the 
most recent version as it zips along 
through the text. 

The Fix Is In 

After another call to Jim Allen I 
had the answer. It seems the 
problem I experienced is a tran¬ 
sient one that disappears when the 
computer heats up. He suggested 
a fix. You need to clamp a read/ 
write line by inserting a Schottky 
barrier diode (40 volt, 1 Amp, 
Radio Shack part #276-1165A, 
$0.69 for two in a blister pack) tied 
between pin 9 of the expansion 
socket in which the 68000 sits and 
the auxiliary socket next to it. The 
banded end of the diode faces the 
expansion socket. The diode is 
supposed to clamp the read/write 
line and prevent the ringing that is 
the cause of the problem. 

Ok, I tried it. It took some 
courage, I can tell you. I don’t like 
putting the heat to a $300 part, but 
my dealer was still the proverbial 
100 miles away. I reassembled the 
Mega and turned it on. Nothing 
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smoked—which for me is the 
highest form of the technician’s art. 
My soldering is usually nothing to 
write home about under the best of 
circumstances and the cramped 
corners of this job all but unnerved 
me. I settled for plugging the ban¬ 
ded end of the diode lead into pin 9 
of the expansion socket and the 
unbanded end into the appropriate 
hole of the auxiliary socket. Then I 
tack-soldered pin 9 of the 68000 
onto the unbanded end of the 
diode. 

What. was the result? Not a 
complete fix. The menu-tearing still 
occured with the blitter on when the 
computer was cold, but when the 
blitter was turned off the desktop 
behaved more or less normally. No 
smearing of the drop-down menus. 
When the computer warmed up the 
blitter could be turned on without 
incident. After speaking with Jim 
Allen about the results of the fix, he 
assured me that the diode must be 
bad (a quality control problem with 
the supplier) because this fix abso¬ 
lutely solved the problem. He ad¬ 
vised me to get another diode, test 
it, and then install it. I followed his 
advice and removed the diode I got 
from Radio Shack and installed one 
I had tested and knew to be good. 
He was absolutely right; all the 
quirky problems went away. Jim 
assured me that this fix will be 
incorporated into future Turbo 16 
boards. 

The Diablo emulator for the 
SLM804 works properly now and 
the problems with TurboST and the 
WordPerfect spelling checker have 
disappeared completely. The only 
remaining incompatibility I have 
found is Hot Wire. It still won’t 
autoboot or stay resident if run from 
the desktop. 

At this point I would like to add 
that Jim Allen could not have been 
more helpful during this review. He 
is also one of the most active of the 
ST developers on GEnie and goes 
out of his way to provide helpful 
advice. 
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Blitter - Blitter 

Part of Jim’s problem is that 
Atari has bought blitters from four 
different chip manufacturers and 
there are slight differences among 
them. Some of the blitters 
apparently have no difficulty with 
the Turbo 16 and some do. My 
G E/RCA simply refused to work at 
all while the National Semiconduc¬ 
tor chip my dealer replaced it with 
had the problems I described until I 
successfully inserted the diode. 
From what Jim says the National 
Semiconductor version is the best 
since it draws less current. The long 
and short of it is that you may 
experience no problems with the 
accelerator board or you could 
have very different problems. 

The Positive Side 

After I got Turbo 16 working 
properly I decided to try it out by 
making some comparisons based 
on real-world operations I normally 
perform. I know there are plenty of 
Indexes and benchmarks out there 
for comparison, but many of them 
just seem too abstract for me. Here 
is what I did: I turned off all desk 
accessories and auto programs 
except as noted. I left the blitter 
chip on. I had previously measured 
the amount of time it took for my 
Mega to perform five operations. I 
then performed the same five ope¬ 
rations with Turbo /^installed. Here 
are the results: 

1. Load Norton Utilities under PC 
Ditto I (version 3.0) and obtain a 
Norton Rating. 

• The unmodified MegaST achieved 
a Norton Rating of .3 

o The Turbo !6 MegaST achieved a 
Norton Rating of .5 

Remarks: A good CPU-inten¬ 
sive test because each line of 
MS-DOS code has to be translated 
by the PC Ditto software. Both 
Norton ratings are compared to the 


computing power of an original 
(4.77 MHz) IBM PC XT with a 
Norton Rating of 1.0. Con¬ 
sequently, the unmodified Mega 
has about 30% of the computing 
power of an XT where the Turbo 
/^-equipped Mega has about 50%. 

I must say that PC Ditto I seemed 
faster than the .5 rating indicated 
and others have measured it at .6. 

Result: 66% increase in 
speed. 

2. Run Calamus and print the 
sample document on an SLM804. 

• The unmodified MegaST printed 
the document in 29 seconds. 

o The Turbo 16 MegaST printed the 
document in 17 seconds. 

Remarks: Another good CPU¬ 
intensive test since the page (with 
over 30 frames) has to be calcula¬ 
ted before being sent to the printer. 
Of course, the printer speed itself 
doesn’t change. 

Result: 70% increase in 
speed. 

3. Run PageStream and print an 
example document on an SLM804. 

• The unmodified MegaST printed 
the document in 1 minute 54 
seconds. 

o The Turbo 16 MegaST printed the 
document in 1 minute 04 seconds. 

Remarks: Same as above, but 
PageStreanls slow printing speed 
has always irked me and I wanted 
to see whether it would improve 
and, if so, by how much. 

Result: 78% increase in 
speed. 

4. Run WordPerfect and scroll 
through a 30,000 word file using 
the down arrow key. G+Plus and 
TurboST resident. 

• The unmodified MegaST scrolled 
through the document in 4 
minutes, 40 seconds. 

o The Turbo /^MegaST scrolled 
through the document in 3 
minutes, 27 seconds. 


Remarks: Scrolling through a 
document is not as CPU-intensive 
as the other tests since it is highly 
dependent on the speed of screen 
RAM. Still, I wanted a realistic idea 
of the benefits I would realize with a 
program I use often. 

Result: 35% increase in speed. 

5. Print a document with UltraScript 
on the SLM804. 

• The unmodified MegaST printed 
the document in 1 minute, 17 
seconds. 

o The Turbo 16 MegaST printed the 
document in 56 seconds. 

Remarks: Again, not a CPU¬ 
intensive operation and one that is 
heavily reliant on disk access, but I 
chose it for the same reasons I 
chose Test 4. 

Result: 38% increase in speed. 

Overall Results. 57% increase 
in speed including two tests that 
Turbo 16 had limited opportunity to 
influence. 

The Bottom Line 

The question is whether Turbo 
16 is worth its $299 asking price. 
It’s difficult to banish the million 
qualifiers that spring to mind when 
confronted with a question like that, 
but I will anyway. The answer is 
yes. It is worth every penny of the 
$299 — and that’s just what it cost 
me in case you are wondering. 
There are few problems remaining 
now that replacement blitters are 
available. The sheer power of the 
Turbo 16SX is so easy to get used 
to it’s difficult to maintain a base¬ 
line. It’s a sort of inflation of expec¬ 
tation: after a while you find it 
difficult to remember what comput¬ 
ing was like before Turbo 16. I 
booted my system in 8 MHz mode 
earlier tonight just to remind myself 
and hated it. Turbo 16 is an amaz¬ 
ing feat of engineering; Jim Allen 
and Fast Technologies have every 
right to be proud of it. I can’t wait 
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Project Neptune 

An Underwater Marvel 

Review by Brian Elmore 
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Want a new experience in 
underwater adventure? Then press¬ 
urize your joystick and dive into a 
new release by EYPX.... Project 
Neptune! An action-packed under¬ 
water arcade shoot-em-up, Project 
Neptune is sure to tickle your com¬ 
puter funny bone. Once enveloped 
in the plot, you have an arsenal of 
up-to-date firepower with which 
you will battle the dreaded Yellow 
Shadow. A dual-disk program with 
concise and clear instructions, you 
should be well on your way into 
your adventure. 

Mission Possible 

You are special agent Robert 
“Rip” Steel, an accomplished diver, 
with many successful missions 
under your belt, and an experien¬ 
ced submersible pilot. More impor¬ 
tantly, you are currently without an 
assignment—therefore available! 
Available to eliminate Yellow Sha¬ 
dow, a renegade American, who is 
now a “world class” successful 
arms dealer. With a B.S. in physics, 
and an M.S. in nuclear engineering, 
Yellow Shadow is planning to ex¬ 
tract uranium ore from the ocean 
floor in order to upgrade his arms 
deals to include nuclear weapons. 
To mine all the ore he needs 
requires a large amount of power 
and that is his weakness. Between 
the undersea bases that he has 
established are electrical nodes that 
transfer and enhance power. Simply 
destroy these nodes and the mining 
complex folds. 

Sounds easy? Not hardly! Try 
waking at an early hour to prepare 
for an 0745 hours drop in the North 
Sea where you have waiting for you 
a jetski. Ride to your rendezvous 
with your special submarine and 
begin your mission. Oh, don’t be 
surprised if another rather unplea¬ 


sant jetskier (the second air drop?) 
does his best to ruin your day. The 
joystick moves you back and forth 
across the screen, the fire button 
kicks at the other skier. (Careful, he 
kicks back!) If you tire of this 
particular sequence, hitting the 
escape key takes you right to the 
submarine. 

Now, while dealing with one 
node, good old Yellow Shadow is 
busy constructing yet another 
underwater base to further aid his 
cause, so you do have to move 
right along. Don’t think that you can 
just invade without being detected. 
Among his work forces are defense 
patrols that protect each base and 
warrior patrols that aggressively 
seek out and destroy approaching 
vehicles. One good thing is that 
their patrols defend the base they 
are assigned to, and destroying the 
base means total annihilation for 
them all. 

To fight Yellow Shadow, your 
primary weapon provided by NATO 
supreme command is the HMS 
Remora, a renovated one-man 
research submersible with relatively 
little armor and no built-in weapon 
systems. However, it has good 
range and a capability for stealth 
movement. The bow search lights 
have been replaced with torpedos 
tubes that launch “Needle CAST- 
2” anti-submarine torpedoes. You 
are also supplied with a propeller 
driven platform (sled) armed with 
high intensity LASERS, and an un¬ 
limited supply of spear guns and 
related scuba-diving equipment. 
“The optional package” that comes 
with the deal includes acoustic 
devices, underwater concussion 
devices, and the unique “SAS- 
MAP,” (Satellite/Aircraft Symbolic 
Map) a state-of-the-art naviga¬ 
tional system. 


There are three levels to the 
game, and as soon as you enter 
your sub, you are prompted to 
select the level of play by pressing 
FI, F2 or F3. In the first (easiest) 
level, Yellow Shadow has fewer 
bases and builds new ones more 
slowly. His underwater defense 
patrols consist of one diver per 
“node,” and even the white Makos 
attack only one at a time. Level 
three has many more nodes (which 
reproduce as fast as excited rab¬ 
bits) and the defense patrols con¬ 
sist of four or more divers and the 
Makos travel in herds (?) Travelling 
in groups of six are patrols that are 
sent to attack your bases and your 
ship. The patrols are made up of 
one man mini subs armed with 
depth charges and contact mines. 

"Fill ’Er Up!" 

Running low on oxygen? Or 
power? No problem. Simply pull up 
next to any of your allied under¬ 
water bases and replenish supplies 
and restock ordnance. They may 
even clean your windshield and 
check the tires! After each game, 
the Remora takes you to the sur¬ 
face and a status report fills the 
screen, identifying how many 
enemy patrols and bases destroyed 
as well as how many allied bases 
destroyed. 

Pros/Cons. I found the graphics 
very good and the “playability,” 
excellent. Unlike some arcade 
games that are frustrating, this 
game can be won. It is not desig¬ 
ned to last for hours, but is easily 
completed in one sitting. I couldn’t 
find a “con” for this game and 
recommend it as a welcome addi¬ 
tion to your game library. 

Epyx, P.O. Box 6041, Sherman 
Oaks, CA 91413, 1-800-826-4848 
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What’s a JUG? 

You are an interactive 
humanoid built in 3642 AD, far into 
our future. You are humanoid, no 
longer “just” human, due to the 
fact that your body is also com¬ 
posed of Titanium fleximetal and 
other organic materials. While the 
story line does not give your official 
name or title, the nickname of JUG 
is bequeathed upon you due to 
your barrel-chested profile. Much 
of your fleximetal Titanium is 
housed here, which allows for the 
instantaneous transformation and 
reformation of your body into many 
different shapes. This trait will 
become vital to you as you go 
about performing the “simple” task 
put to you. (As you can see, being 
barrel-chested in the future can be 
just as advantageous as it is in our 
current world, right Dolly??) 

The Simple Task 

Be it known that this is your 
14th Tour Of Duty. You have been 
sent to the Planet Spiraeus. This 
planet’s living core has been set 
upon by a deadly virus, causing its 
brain to malfunction and all the 
inner sanctums to die as the life 
force is diminished. It is your duty 
to destroy this terrible tumor, found 
within the deepest part of the 
planet, and to do so before the 
virus destroys the brain and the 
planet becomes an empty shell 
drifting in space. Some 14th Tour, 
eh? 

How Does Your Planet 
Grow? 

The planet is divided into four 
zones, with each zone having four 


sectors. To get from one sector to 
the next you must first locate its 
key that is used to dissolve the 
solid walls which will prevent you 
from completing that sector. There 
are trap doors in the floor and holes 
in the roof of some of the screens 
that you will traverse. These will 
enable you to move up and down 
certain areas of the sectors. At your 
disposal are vital pieces of equip¬ 
ment that have been transported 
into the planet with you. This 
equipment will help you perform 
your task. There is, however, a 


...Planet Spiraeus will 
attempt to destroy 
you! 


small problem. (You had doubts??) 
The planet’s immune system will 
see the JUG as a hostile alien to its 
“body.” As any properly functioning 
bodily defense should do, Planet 
Spiraeus will attack and attempt to 
destroy you. (That’s gratitude for 
ya!) But if that is not enough, wait 
until you reach the tumor area. 
That’s when the problems REALLY 
start! 

Saving the Planet 

This game starts with a lot of 
the planet’s defense mechanisms 
attacking in waves. There are also 
stationary mechanisms that shower 
you with energy blasts, and you are 
unable to destroy these little bug¬ 
gers. (Unfair!) Many of the screens 
have little mechanical limpet crab¬ 
like attackers that come and go 
quite quickly. And friends, this is 
only the beginning!! 


Game Controls 

A joystick in port two is utilized 
to control the JUG during game 
play. Optionally, a mouse in port 
one can be used to select game 
options before a game is begun. 
(This is how the game docs refer to 
these ports—they are also referred 
to as ports zero and one, respec¬ 
tively.) Moving the joystick up, left, 
or right will move the JUG in the 
given direction. Pulling down on the 
joystick will either activate a wea¬ 
pon or transport, collect an item, or 
select an object. The fire button 
fires your JUGs weapon. The ESC 
button will abort the current game. 
The F7 key will decrease the music 
volume while the F8 key will in¬ 
crease it. F9 will toggle the sound 
effects on and off, and F10 will 
pause the game. Any other key 
resumes the game. 

Fuel 

As long as you have fuel, you 
can make JUG airborne, but this 
depletes your fuel supply rapidly. If 
you allow JUG to just “sit there,” it 
will derive fuel (slowly) from the 
surrounding atmosphere. This may 
sound great, but wave after wave of 
attackers continue to blast away. 
Ergo, you’ll get some fuel but lose 
your current JUG! There are fuel 
depots in each sector, but not 
many. The rule to follow is not to 
use them until you really need 
them. Since the use of the fuel 
depots also replenish your shield’s 
energy, you really can’t get away 
from using them if you want to 
continue with the game for any 
length of time. There is a fuel bar 
on the game screen that indicates 
the amount of fuel your JUG has. 
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Teleports 

The Planet Spiraeus has built in 
teleports that JUG can utilize. Each 
teleport has a corresponding unit 
somewhere on the same level, and 
are what is termed “two-way.” In 
other words, you can enter and exit 
a paired set of teleport pads, back 
and forth, as many times as you 
desire. To use a teleport, position a 
JUG onto a teleport pad and then 
pull down on the joystick. It will 
energize and de-energize (Scotty, 
where are you?) your JUG from 
point A to B. The pads are great to 
escape from attacking waves. I also 
tried going back and forth con¬ 
tinually to see if the JUG would 
derive enough fuel from the 
atmosphere to be beneficial. The 
method does work, but takes a lot 
of time. 

Weapons 

The JUG is capable of carrying 
three different types of weapons. 
As you might expect, you start out 
with the weakest weapon as “stan¬ 
dard equipment.” As the JUG tra¬ 
verses the planet interior, the two 
additional weapons are available to 
be picked up by the JUG when it 
comes upon them. Simply fly onto 
the weapon pod and the JUG will 
then be able to utilize the new 
mode. The JUG is able to access 
the various weapons until the pre¬ 
sent JUG is destroyed. If you have 
additional JUGs available, then 
when the next JUG is activated, 
you are back to only the weakest 
weapon again. What are the wea¬ 
pons? 

Plasma Fire: This is a high 
energy plasma bolt. Its advantage is 
that it can destroy most aliens with 
one shot, but its disadvantages are 
low fire rate and speed. The area on 
the JUG’s body where the bolt 
originates is not prime, and several 
types of opponents are out of reach 
of its straight shot. 

Laser Cannon: This low energy 
laser beam has the ability to hit 
more than one alien at a time, 


which can be helpful when there 
are several waves attacking at one 
time. Its drawback is that it is a 
LOW energy beam. 

Smart Bomb: Termed a “Zeo- 
quark particle emitter” by the 
accompanying game booklet, this 
baby will destroy every alien on the 
screen (as do smart bombs on 
other games—i.e. “Defender”). 
Once used, you will have to find 
another pod for JUG to land on in 
order to use it again. 

To select one of the weapons 
at your disposal, simply pull down 
on the joystick until the desired 
weapon is active. 

Scoring 

The game documentation is 
very vague about the scoring sys¬ 
tem. It is not stated what aliens 
produce what score. The only in¬ 
formation given is that “points are 
awarded for shooting aliens and 
collecting objects.” Additionally, it 
is explained that as the difficulty 
increases, so do the points awar¬ 
ded for each alien killed. This leads 
us back to the zones and levels 
described earlier. Each zone and 
level increases the difficulty. Also, 
at the beginning of the game you 
are given the option of picking 
among three levels of play, with 
level one being the beginner level 
(???), and therefore lowest point 
accumulation, to level three, with 
the highest. 

Radiation Areas 

There are areas within the 
Planet that contain a heavy amount 
of radiation. These areas of radia¬ 
tion are delineated by a flashing red 
background. While the radiation will 
not affect the body or performance 
of the JUG initially, it will neutralize 
your fuel supply, which as you 
remember, powers your shields. If 
you stay in a contaminated area for 
too long, your fuel will deplete, your 
shields will no longer operate, and 
THEN your JUG will be destroyed 
by the radiation. Since you will 


have to traverse these areas, do so 
quickly, and only when you have 
adequate fuel. 

Screen Display and Status 
Panel 

The screen is divided into two 
parts, the top being the play area 
which is composed of about two- 
thirds of the total, and the status 
panel, which is the bottom one- 
third. There are several indicators 
on the status panel: 

• A numeric line which shows the 
game level, zone number, sec¬ 
tor number, score, and number 
of lives. 

• A damage indicator, which is 
composed of four red lamps 
that light according to damage 
level. 

• A key indicator, which appears 
as a pear shaped hole to the 
left. 

• A weapon indicator; three sets 
of three LEDs, and finally, 

• A fuel bar, which shows the 
amount of fuel the present JUG 
has at its disposal. 

My Verdict Is in... 

I looked forward to playing this 
game, as I am one that enjoys a 
game that sports multiple screens 
and “stunning” graphics. I’m glad I 
didn’t hold my breath while waiting 
for the game, however, since, per¬ 
sonally, I couldn’t get into it. The 
game does have multiple screens 
and its quoted “stunning” graphics 
are not a lie. What I found lacking is 
the game play itself. This game 
starts out pretty hard, and doesn’t 
get any easier. While I don’t mind a 
hard game, I feel it should sport a 
“learning curve” of sorts, starting 
out at a difficulty level that is 
challenging, but beatable, and then 
incrementally becoming more and 
more difficult as additional screens/ 
levels (or in this game’s case, 
sectors/zones) are attained. This 
game is the type where movement 
f rom screen to screen is performed 

Continued on page 65 
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Power Without the 
Noise 

By Albert Baggetta 



I am often asked by my IBM 
friends why I ended up buying an 
Atari 1040ST computer when 
everyone else is going for “baby 
blue.” They really could not see any 
reason for my purchase. After all, 
they generalized, there isn’t “any¬ 
thing” in the way of software for the 
machine. Their thinking, of course, 
did not extend beyond the use of 
Lotus and Word Perfect which they 
still think are not available for the ST 
(by the way I am using Word 
Perfect to type this article, and I 
keep my program information and 
records on LDW Spreadsheet, a 
Lotus clone). 

My answer to them, of course, 
is that there is software comparable 
to Lotus; Word Perfect is available 
for the ST; and the main reason I 
bought this machine is that at its 
purchase price it can outrun the old 
IBM’s (and clones) in sound, gra¬ 
phics and price. 

Atari’s slogan is “Power Without 
the Price.” And the 1040ST has 
certainly lived up to that motto for 
me. But there was another reason 
why I bought the ST, and why I 
think it is the perfect home com¬ 
puter. 

I have to relate a little story first. 
About six years ago I bought my 
first computer, the Texas Instrument 
99/4A, and what a great machine it 
was. It sort of foreshadowed the 
possibilities I have been able to 
achieve on the ST. It had great 
graphic possibilities (especially with 
the Extended Basic cartridge); and 
it had fantastic sound capabilities, 
even voice synthesis—all easily 
accessible through BASIC. 

OK, so it only had 16K built into 
it; it was somewhat limited, but then 
again, that was typical of the day. 


The memory could be expanded 
through what was called the Peri¬ 
pheral Expansion Box (affec¬ 
tionately known as the PE box), so I 
naturally went for it. With it I was 
able to include a “whopping” 32K 
of memory, single-sided disk drive 
(and controller card), and an RS232 
interface. I thought I was in heaven. 

There was one problem with all 
of this new-found happiness. There 
was a price to pay. The PE box had 
a fan built into its big metallic gray 
case. It was not unusually noisy, but 
when used in my normally quiet 
living room, it was very noticeable. I 
wanted to disengage the fan, but i 
was warned by an assortment of 
people that this was not advisable 
because of the heat factor. So I 
went along my merry way, ignoring 
the protests of my family: “turn that 
thing down.” 

Well it did not take long for the 
Tl to go out of vogue (Texas 
Instruments left us users high and 
dry, but there are, surprisingly, a 
good number of people still pro¬ 
gramming and using the old Tl in 
modified form), so I decided I had 
to go on to a different computer. I 
bought a brand new Atari 800XL. 

The first thing I noticed about 
the XL was the quiet. Here it was at 
last. Great graphics, great sound 
and...silence, except for the gentle 
purr of the 1050 drive when it was 
being accessed. 

When I arrived at the Atari 800 
milieu, a lot of my computer friends 
who had once owned Atari’s had 
moved on. They purchased their 
IBM’s or clones and figured they 
were set for the future. The 800’s 
were passe, and I was just arriving. 
Well, I started enjoying my new 
machine by programming in BASIC 


and was very happy until I noticed 
that this machine, too, was not 
going to be a major force in the 
future. In fact it seemed Atari was 
helping its demise by creating a 
new “creature” called the ST. 

I fought the idea for a while, 
churning out elegant programs on 
the 800XL, but even I could read 
the writing on the wall. The desire to 
own one of these new fantastic 
machines was going to become 
overpowering. This was going to be 
my next computer. 

About the same time this feel¬ 
ing started to creep into my system, 
a good friend of mine purchased a 
new computer and invited me over 
to witness its power. It was an IBM, 
of course, and since I was con¬ 
sidering another machine I felt it my 
duty to give this popular machine a 
chance. So I looked ... and listened. 

This was an interesting visit. I 
remember it well because as I 
looked at the machine (it was a real 
IBM, by the way) I was sort of taken 
by its presence. It had a fantastic 
looking keyboard and all kinds of 
slots and ports and cables sitting on 
and jutting from its main case. 

It was shortly after he flipped on 
the power switch that I realized this 
machine was not for me. Out of the 
corner of my eye I noticed his son, 
who was watching TV at the time, 
reach over and turn up the volume 
on the set. While he was demon¬ 
strating the power of his machine I 
noticed his wife, who was on the 
phone, cover her free ear, so that 
she could hear the voice on the 
other end of the receiver. 

What caused these reactions? 
The fan. It all came back to me. In 
those early Tl days, the same things 
used to happen to me. “Can’t you 
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turn that thing (emphasis on thing ) 
down.” As if one has any control 
over the sound of a fan. After 
working so quietly with my Atari, I 
really didn’t want to go through that 
again. 

Actually, I was not really that 
impressed with the demonstration 
of the IBM. I’m a graphics and 
sound type of person. I think most 
of us are. On the computer screen, 
we like to see an array of colors 
and spectacular animation. We also 
like to hear good clear sound. We 
want all of this and at a reasonable 
price. The IBM graphics (using 
CGA) had a pinkish-white glow 
about them and the sound emana¬ 
ted (I should say squeaked) out of a 
little hole in the main case. And 
guess what. You can’t control the 
volume of the sound here either. 

I wanted to be fair about this so 
I went to some specialty shops that 
sold IBM clones. Checking them out 
I found that graphics could be 
improved but at tremendous 
expense. But not much could be 
done about the sound on the basic 
machine package. And the old fan 
is always humming. I suggested to 
one salesperson the idea of maybe 
disconnecting the fan. His puzzled 


look showed me the error of my 
ways. “Why would you want to do 
that?” 

Well, that clinched it for me. I 
decided to go with a select group 
of users and purchased the 1040ST, 
and what a great choice that was. I 
looked for eye-grabbing graphics. I 
found them. I looked for top quality 
sound that could be controlled 
externally. I found it (and midi, 
tool). I also found there was a fast 
growing library of software, much of 
it compatible with the IBM—if 
anyone really needed to go that 
way. I found a new operating sys¬ 
tem that uses a mouse controller 
which makes the older operating 
systems seem neanderthal. I even 
found a machine that could emulate 
several other computers, including 
you-know-what. I also found the 
quiet. 

Now don’t misunderstand me. 
The fan sound of the machines I 
heard is not inordinately loud and in 
an office surrounding might go 
completely unnoticed. But in the 
home (the livingroom, the bedroom, 
the study, the playroom, etc.) where 
quiet is generally the rule, a flip of 
the switch on this machine psycho¬ 
logically indicates that an “intruder” 


has entered. 

I think that most IBM’ers don’t 
notice this noise factor because 
they are using their machines in an 
office or noisy environment and 
probably have not even “heard” the 
quiet of the ST. If you have a lot of 
noise around you, the fan and 
speaker sounds don’t really make 
much difference. In the home this is 
not true and that is why I think the 
Atari 1040ST is more suitable for 
this kind of background. That is 
where the quiet is and that is where 
it is needed. I found that nobody 
(even computer enthusiasts) likes a 
noisy machine in the home. 

If you are considering the pur¬ 
chase of a new computer (oldtimer 
or not) give the ST some serious 
consideration. It can help with 
finances; it makes a great word 
processor and data storage system; 
it is a fantastic game machine; and 
programmers will find that a new 
world has opened to them because 
new software appears every day. 
This machine is an asset for the 
home user. It lives up to the Tramiel 
slogan and it is truly a machine that 
also offers “power without the 
price... and noise.” 


JUG - Titanium Man (Continued) 


by “pressing” on the edge of the 
given screen whereby the program 
instantly zips the view to the next 
screen. This is hard on my eyes; I 
enjoy the continuous scrolling type 
of screen. Control of the JUG is 
often erratic, which makes for acci¬ 
dental moves to the next screen, 
after which you then guide the JUG 
back to where you left. Zip! Zip! go 
the screens, and after this hap¬ 
pened a couple of times, I just let 
the JUG go. I also use the pause 
option for a second to give my 
eyes a rest! And speaking of mov¬ 
ing from screen to screen, this 
game is set up to have certain 
attackers on the screen when you 


enter it, so if you accidentally exit 
then reenter a screen, the adver¬ 
saries you JUST blasted are right 
back where they were a second 
ago! Good if you can get ’em time 
and again for score’s sake, but I 
found it a nuisance—personal pre¬ 
ference. 

I tried! Believe me, I tried— 
several different times and days. 
Each time I really couldn’t get very 
far. Now, I’m not Joe-Expert- 
Game-Player but I do consider 
myself a game player (that’s why 
people buy computers, isn’t it?) and 
I couldn’t do too much with it. The 
game has a nice introduction 
screen with accompanying music, 


and also allows for top scores to be 
saved, which it displays as the “Top 
JUGs”. You will have the option for 
a one or two player game, as well 
as the option of picking from three 
different difficulty levels. 

It's a Wrap 

If you have the ability, check 
this game out before you buy it. 
Otherwise, know that this is a Very 
challenging game, with multiple 
screens, quality graphics, and fast 
arcade play. It didn’t grab me, but it 
may grab you. 

JUG, $39.95, Microdeal U.S.A. 
Color Monitor Required. 
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Current Notes ST Library 


Here are the NEW disks for 
NOVEMBER. Some, (#381 and 
#382) are updates of earlier 
releases. Disk numbers with a ‘D’ 
indicate a double-sided disk. 


#380: The Revolution Hand¬ 
book. By Donald A. Thomas, Jr., 
1989 ARTISAN SOFTWARE, this 
‘handbook’ comes with a viewer 
program that allows you to browse 
through the handbook on the 
screen. Handbook includes the fol¬ 
lowing chapters: Introduction, 
Questions and Answers, General 
Principals, Benefits to Entre¬ 
preneurs, Recommended Pledges, 
Participant Registration, How to 
Apply this Handbook, Copyright and 
Trademark Protection, Acknowledg¬ 
ing the Facts, What I Can Do As: An 
Individual, An Atari Publication, A 
Celebrity Endorser, A Computer 
Widow/Widower, A Dealer, A 
Distributor, Promotions Manager, A 
Software Publisher/Developer, A 
Teacher, A Trade Show Organizer, A 
Sysop, A Users’ Group, and What I 
Can Do As Sam Tramiel. 


□ms 
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RRUiAK SOFTWARE 
P.Q, Bo* 345 
MfiMTfCfi, Cfl. 55316 
1285) 235-1552 

PloaiC distribute 
this disk and its 1 
contents freeW 


#381: VanTerm Version 3.8. 
VanTerm is a full-featured terminal 
program for the Atari ST (c) 1987 by 
Wm. A. Van Nest, Sr. Besides the 
main VanTerm program (and its 
associated configuration and help 
files), this disk also includes 
DCOPY32.PRG - DCOPY is faster 
than ARC, compresses more than 
ARC, has all the ARC functions of 
ARCSHL, plus it formats diskettes, 
prints file, reformats files of many 
types, and more! (NOTE: this 
update replaces the earlier version, 


;mriimnnrsi m 


"OPENING 
THE DOOR. , 
TO NEM 
ATARI USERS 
ACROSS THE 
COUNTRY" I 


imm 


sa 


#265. Send in your original #265 
and $1, and CN will be happy to 
update your copy.) 

#382: SUBCAL, Version 1.14. 

(SUB-CAL is a subset of ELCAL: 
The Elementary Calculator. VI.14 is 
dated 20 September 1989.) This is a 
new, improved and expanded ver¬ 
sion of SubCal. SubCal is a cal¬ 
culator with some extras. It will 
compute arithmetic expressions 
entered in a human-readable form 
as e.g. 

SQ(SIN(34-2X)-COS(34+2X))-ATN2(B,B-2*A) 

If needed, the expression can then 
be modified and recomputed. 
Sub Cal will also compute definite 
integrals (Romberg algorithm), deri¬ 
vatives (three-point square approxi¬ 
mation) or solve equations (bisec¬ 
tion method). It will also solve 
polynomial equations up to the 
second degree. A simple plotting 
feature is included as well. 

The new Sub Cal also allows for 
vector and matrix operations (in¬ 
cluding solving of linear equation 
systems). Data buffer operations are 
also enabled in this version (limited 
to 25 points: in ElCal all available 
memory can be used for data). This 
includes histograms and scatter 
plots, point and histogram fitting 
with any function, linear regression 
with error corridors, polynomial 
regression and more. The program 
uses the GEM user interface and 
comes with an on-line help. It runs 
on any Atari ST with color or mono¬ 
chrome monitor. (NOTE: this update 
replaces the earlier version, #322. 
Send in your original #322 and $1, 
and CN will be happy to update 
your copy.) 

#383: The American PaSTime 
Baseball Simulator, Demo Game 
Program - V2.00D, October, 1989. 
The American PaSTime Baseball 
Simulator provides a very rich and 
accurate simulation of the game of 
baseball, from the viewpoint of the 


manager. Results are based on the 
actual statistics of the players 
entered: variation from reality will be 
approximately the same as the 
actual variation players experience 
in real life. In the short term, just 
about anything possible can hap¬ 
pen, while in the long term, players 
will tend to perform pretty much the 
way they did on the stats that were 
entered. It is possible to play a fully 
managed game in 10-15 minutes, 
or as many automatic games as you 
like in less than a minute each. 
Thus, it is very easy with this system 
(including the input and statistics 
programs) to play entire seasons, 
using either real, drafted, or imagin¬ 
ary teams, comparing the long term 
strength of teams, testing theories 
of lineups, pitching, and so on. This 
demo version has all features im¬ 
plemented with the exception of the 
save data feature. Thus players do 
not accumulate data from game to 
game with this version as they do 
on the real version. 

#384: Geography Tutor Demo. 

This is the demonstration version of 
the program. Only the data base 
and map for EUROPE can be load¬ 
ed into this version. The save func¬ 
tions have also been disabled. 
However, you do have access to a 
range of functions which are only 
possible using the rapid analysis 
and graphic power of a computer 
such as the ATARI ST. You can learn 
about all the countries in Europe. 

Disk includes a full data base of 
useful facts concerning each Euro¬ 
pean country. There are 20 items of 
standard information from the 
United Nations office of statistics, 
including major religions, major 
languages, name of capital, popula¬ 
tion, growth rates of population, life 
expectancy (men and women), 
doctors per capita, literacy rates 
(men and women), land base, crop 
land, agricultural production, GNP, 
military spending per capita, etc... 
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Not only can you view these facts, 
but you can plot them on the maps. 
You can also compare countries, 
search facts to be plotted, order lists 
alphabetically or by size etc.. All the 
facts can be displayed on the 
screen and compared or rank 
ordered between countries. You can 
update facts or insert new informa¬ 
tion in free fields. You can also 
create your own data base without 
affecting the standard base pro¬ 
vided with the program. 



Geography Tutor also offers you a 
Learning mode. In it, you are asked 
to point and click to find countries 
or capitals (at your choice). The 
complete version, including all con¬ 
tinents, is available from ASDE Inc., 
1989, 151 rue Jolicoeur, Hull, Que¬ 
bec, CANADA J8Z1C8 

Also included on this demo disk is a 
Reader Program designed to help 
you read any text file. It lets your 
screen behave as a printed page. 
You can change to the next or 
previous page or flip to a page of 
your choice. You can also: search 
for text strings, show a table of 
contents, print any part of the text 
with references and notes, and save 
your print selection to disk or printer 
or both. 


#385: Double Click Software 
Shareware Sampler Disk. This 
sampler disk from DC includes the 
following utilities: 

DC Formatter 3.02 —formatting 
program with a host of useful 
options; 


Mystic Formatter 1.0 —formatter 
in desk accessory format; 

DC Xtract —extract programs from 
ARC files. 

DC Clock V3.3: places time clock 
in upper right corner of screen. 

DC Deskey VI.0: a desktop menu 
selector using keystrokes. 

DC Stuffer V0.9: load in up to 32 
desk accessories (DAs) into GEM. 

#386D: JIL2D(tm) Shareware 
Drafting Package. A valuable 
drafting tool: you can create, mea¬ 
sure, dimension, save, and restore 
drawings using JIL’s unique inter¬ 
face. You can also make and use 
screen dumps, figure libraries, and 
parametric 
macros, just to 
name a few appli¬ 
cations. System 
requirements: 
monochrome 
ONLY, DS, at least 
1 Mb of ram. In¬ 
cludes MONO¬ 
VIEW. PRG: (a 
short slide show 
presentation of 
the JILCAD sys¬ 
tem components.) 

#387: Empire 
Map Collection. 

This is a collection of ALL of the 
maps for Empire we’ve been able to 


All disks are $4.00 each (10 for 
$35). Add $1/(6 disks) for S&H. 
Order from CN Library, 122 N. 
Johnson Rd., Sterling, VA 22170. 



Map shows relative populations in Europe compared to France. 


find—over 120 maps in all. This disk 
does require the game Empire from 
Interstel to be useful. 

#388: Breach Scenario Collec¬ 
tion. A collection of many Breach 
scenarios, Breach Cheat 2, and a 
squad leader editor. In order to fit 
this collection on one disk the 
scenarios are ARC’ed but ARC.TTP 
and ARC Shell II v2.0 are provided 
to extract the files. 

#389: Game Disk #20: Star 
Trek. STOS variation of the Star 
Trek game. This game will NOT run 
on machines with TOS 1.4 installed! 

#390D: Game Disk #21: Pile- 

Up. A STOS variation of the Russian 
game of Tetris. This game is on a 
DS disk and will NOT run on 
machines with TOS 1.4 installed. 

#391: Game Disk #22: Super 
Breakout. A very nice variation of 
Breakout with an editor. Requires a 
monochrome monitor and it DOES 
work with TOS 1.4. 

#392D: Spectrum Pictures No. 
6: People. 17 Spectrum pictures 
(Alf, Anticad, Bladel, Clown, Don- 
naric, Ellen, Girl, Headroom, Kissme, 
Lady clr, Laura, Lisaw, Madonna, 
Match5, Sam4, Samfoxl, Terri.) 



#393D: Spectrum Pictures No. 
7: Space. 20 Spectrum pictures 
(Aliennat, Callisto, Dethstar, Earth, 
Faces, Finhorn5, Glass, Juggy, 
Jupiter, Laserbee, Launch, Newtek, 
Outblue, Prism, Stardest, Timextal, 
Trek, Trontank, Voyager.) 

#394D: Spectrum Pictures No. 
8: Cars and more. 18 Spectrum 
pictures (Appleton, Cobra, Convert, 
Decoy, Ferrari, Homer, Lilypond, 
Magnum, Mansion, Mazda,Ninja, 
Porsche, Redrx7, Redwing, Ship, 
Taxi, Tut, Tutmirr2.) 
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Current Notes Magic/Spectre PD Library 


Disks numbers prefixed with an M are for 
the Magic Sac (many of these also work with 
the Spectre) and those with an S are for the 
Spectre. Disks numbers followed with a D 
indicate a Double-sided disk format. 

Desk Accessories 

M8: DAs #1. 3DTTT Game, Art Thief, Ascii, 
Bagels Game, Big Ben, Calculator, CopyFile, 
DA Tester 1.5, Delete File, Desk Acc Tester, 
DeskZap 1.2, Eject&Reset, Extras, File Hacker 
DA, File Tools, Font Grapper+, Font Grapper3, 
Hex Calculator, HP 12c, MemScan, MemWin- 
dow, MerriMac Blackjack, miniWriter, Mock- 
Terminal, MockWrite, Moire, MW Count, Other 
3.0, Puzzle, Reader, Rubik’s Cube, Sampler, 
Scrapbook, Scientific Calculator, SetFile 3.3, 
SkipFinder, TheBox, Tiler 1.5, Trails, Transfer, 
TrapList, Utils, Word Count, Zoom Idle. 

Ml8: DAs #2. Alarm clock, Art Grapper+, 
Calculator, Choose Scrapbook+, DA File, 
Disk Labeler, Disklnfo 1.45+ SICNs, Explorer, 
Gone Fishin’, Hex Calc, Label Maker, Mem- 
Window, MiniWRITER 1.34. Multi-Scrapbook, 
MW 4.5 Counter.DA, Popup 1.0, ProCount, 
ReadiPrinter, Ruler, SFstartup 1.0, Skipfinder 
6.1, Sleep, Stars 1.6, Stars II, Sysfonts, Tea- 
Time, Timer. 

M46: DAs #3. 3D Tic-Tac-Toe, A-Bus ID 
Poker, Abacus, Calendar, Cheap Paint, Col¬ 
lapse, ConCode, Crabs2, DAFile, DAFont, 
Disp.Msg, Double Apple, Executive Decision, 
FatMouse, FixPic2.0, Flow, Fun House, Func 
Keys, Font, Idle, KeyMouse, Knockout, Multi- 
Scrap, MW to Text, New MiniDos, Orig Clock, 
PaintDA, Poker, ProCount, Ruler, Tilerl.5, 
Timelogger2.11, Utilities, Wrap, WXModem, 
Sample It. 

Utility Disks 

M2: Telecom Disk #1. BinHex 5.0, Free 
Term 1.8, Kermit, Stufflt 1.0, Term Works 1.3. 
M3: Utilities #1. DES, Font Doubler, Mac- 
Dump, MiniFinder, Packlt III (VI.3), Reverse 
Screen I.Obl, RMover, Scan, Set File, Slicer. 
Version Reader 1.1, Write Stream. 

M5: Disk Librarian. Disk Librarian V1.82A. 
Includes listing of CN Magic/Spectre Library. 
M9: Utilities #2. Bind Icons, Change Appl. 
Font’ Convert Desk Acc, Desk Acc Mover, File 
Hacker, Font Doubler, Index, Make Screen, 
MicroFinder, Purge Icons, RamAStart 1.3, 
REdit, ResEd, Select Paint, Show Version, 
User Interface Demo. 

Mil: Print Utilities. Coventry 12, Disk 
Labeler, Fast Eddie, Font Mover, Ink, Mac- 
Write 4.5 to Text, miniWriter, MockWrite, 
PicalO, ReadMacWrite, Walla Walla9. 

M27: Utilities #3. Browse/Shazam!, Clocks: 
analog & digital, Edit, FEdit 3.0, launch, 
lazymenu, Magic Beep 1.0, Menu Ed, micro- 
Finder, Quick Dir, Quick Print, RamStart2.0+, 
Road Atlas, ShrinkToFit, SicnEdit, SortMenu, 
SuperFinder4.0, TabsOut, Unpit, Way Station. 
M28: Red Ryder 7.0. Red Ryder 7.0, Red’s 
7.0 Stuff, RR 7.0 Macros, RR Docs. 

M43: Utilities #4. DiskDup+, MacSnoop 
1.03, RamDisk+ 1.4, ResTools 2.01, Oasis 
2.01, Font Librarian, Switch. 

Games 

M4: Games #1— Backgammon, Bash Big 
Blue, Curves, MacLuff, MacYahte 2 ee, Maze 
3D, Meltdown, Missile Command, Munch, 


PepsiCas, Smile, Snow, Solitaire, Space Bub¬ 
bles, Vax Runner II. 

M6: Games #2— Ashes, Black Box, Des¬ 
troyer, HexPuzzle, Killer Kalah, MacPoly 
Demo, Office Attack, Point Symmetry, Snake, 
Solitaire, Trophy List, Wall Game, Wheel. 

M7: Games #3. Ashes, Break the Bricks, 
Deep Ennui, Go, Mac Gunner, MacBugs, 
MacCommand, MacYahtzee, Wiz Fire 1.1 
M15: Games #4. Alice, Amps, Bricks, 
Canfield 2.0, lago, Lets Get Tanked!, Mac- 
Heads, Nim, Space Attack, Third Dimension. 
M20: Games #5. Chase’Em, Crystal Raider, 
Daleks, Golf MacWay, Kill File, Kill, King, King 
MacWrite, On-The-Contrary, StuntCopterl.2. 
M21: Games #6. Guess, Hacker’s Contest, 
Hot Air Balloon, Match, Ramm, Third Dimen¬ 
sion, Trick-Track, Utaan Attack, Zero Gravity. 
M25: Games #7. Billiards, Cross Master 
Demo, Flash Cards, Hangman-9.0, MacLuff, 
Master Guess, Safari 1.0, Venn. 

M30: Games #8. Bowl-A-Rama, MacTrek 
1.1, Mystery Box 1.0, Shots, Star Trek Trivia 
Quiz, Window Blaster 1.0. 

M34: Games #9. 1,000 Miles, Asteroids, 
Cairo ShootOut!, Donkey Doo, Duck Hunt, 
Pente 1.0. 

M45: Games #10. Blackjack 4.0, Gunshy 
1.0, Humpback, New Social Climber, Panic, 
Puzzle 1.0, Star Trek Trivia Quiz, VideoPoker. 
M51: Games #11. Bouncing Balls, Fire 
Zone, Mac Word Hunt 2.0, Out Flank, Risk 
and Word Search. 

M53: Games #12. 3D Checkers 2.0, Bills 
Casino, BMX-The Racing Game, HeloMath, 
Mouse Craps. 

M58: Games #13. Klondike 3.6, Space 
Station Pheta, Mac Concentration, Sitting 
Duck, Hot Air Balloon 2.1, Think Ahead+2.0. 
M60: Games #14. Golf Solitaire, Mac 
Football, Euchre 2.2, Gomoku, Pyramid, 
Checkers, Runaround and Macpuzzle 1.0. 
M19: PCS Games #1. Apple, Black Hole, 
Face, KalinBall, Madonna, Minute-Mag, 
Patchwork Mess, Phantom, Pure-Gemme, 
Samurai, The Royal Pain, Wizards Lair. 

M29: PCS Games #2. Circus Circus, D&D, 
Diadora, Max, Merlin, Modern Mistress, 
Queston, Royal Pain, Twilight Zone, Whazit. 

Adventure Games 

Ml7: Dungeons of Doom 4.0. 

M23: Vampire Castle. 

M24: Deep Angst. 1 Mb ST only. 

M31: Black Wizard 

M36: Castle of Ert 

M40: Hack, VI.03. incl manual w/docs. 

M41: Radical Castle. 

M63D: Mountain of Mayhem. 

M65D: Deep Angst II 
M66: Intruder. 

Graphics 

M10: Graphics #1. Amy, Artisto, Ball 
demo, Big Ben, Brooke, Bugs, Curves, Dis¬ 
play Message, Dragon, Fighting 51, Fourth 
Dimension, GARF, HotSex!, Liar’s Club, Living 
Art, Max Headroom, Moire 3.0, Nightmare, 
Optical Illusion, Paint Grabber, Painter’s Help¬ 
er #1, Pattern, Pisces, Rotations, Saddle, The 
Fourth Docs, ViewPaint 1.5. 

Ml2: MacBillBoard. Chipmunks, Donald & 


Daisy, Goofy At Bat, Announcement, Babe 
Ruth, Carrotprint, Classic illusions, Escher, 
Escher Hands, MacBillBoard, Max, Mickey and 
Minney, Quick Tour, T-Shirt. 

M22: Graphics #2. Blowup 3.0, BlowUp 
Notes, Calendar Maker 2.2.1, Dynamo, Gra¬ 
phic, Mad Menus, Math21, Rays, Simutree, 
Spiro, Tree, Vanlandingham. 

M26: Graphics #3. 3D Sketch, AniRama, 
Bin/Graphics, Brownian Motion, Control, Frac¬ 
tal Contours, Fractals, Icon Collector, Julia, 
Make Paint, Melting Clock, Small View, 
Shape Art, Star Flight, Window Demo. 

M47: Graphics #4. Cursor Designer, Earth- 
plots, Graphics2, Mondrianl, MotionMaker2, 
Moving Finger, Wallpaper, Zoomation. 

M57: Graphics #5. Micro Film Rdrl.4, 
Bomber, (liana II, Preview, Super Ruler 1.1, and 
XVT-Draw. 

Font Disks (Spectre) 

Ml3: Fonts #1. Akashi, AlgBlurb, Algebra, 
Athens, Boxie, Dover, Geneva, Hood River, 
ImageWriter, LED, London, Los Angeles, 
Luxor, Mars, Monaco, Park Ave, Pica, 
Ravenna, Rome, Runes, San Francisco, 
Seattle, Steel Brush, Ultra Bodoni. 

M14: Fonts #2. Bookman, Courier, Coven¬ 
try, Dali, Genevaa, Hebrew, Manteco, Shadow 
Box, Sri Lanka, Times, Walla Walla, and font 
display 4.6 w/docs. 

Ml6: Fonts #3. Alice, Avante Garde, Ber¬ 
keley, Broadway, Camelot, Cartoon, Centura, 
Chancery, Eon, Exeter, Fallingwater, Fantaste 
Key, Fantaste!, Future, Ham, Helvitica, Holly¬ 
wood, Lachine, Lineal, Madrid, Pittsburg, San 
Quentin, Silicon Valley, Stencil, Unicoi plus 
DAFont2.da and SysFonts.da. 

M32: Fonts #4. Canberra, Chicago, 
Humanistic, Music, New Dali, Palencia Appli¬ 
cation, Palo Alto, Pioneer Shadow plus F/DA 
sorter and Font Tester. 

M35: Fonts #5. Beehive, Beverly Hills, 
Boise, Chicago, Courier, DeStijl, Ham, Happy 
Canyon, Helvitica, Mod. Chicago, Old English, 
Square Serrif. Sri Lanka, Worksheet. 

M42: Fonts #6. Berlin, Boston II, Courier, 
Dorza, Highwood, MicroBoston, MiniBoston, 
New York, Palo Alto, Sparta, Stiletto, Symbol, 
Tatooine, Venice, Wartburg. 

M44: Fonts #7. 42nd Street, Aldous, Art 
Deco, Ascii, Blockbuster, Border, Clairvaux, 
Coptic, Deep Box, Ivy League, Klingon, Las 
Vagas, Little Box, Madrid, Memphis, Minnea¬ 
polis, Rivendell, Spokane. 

M50: Fonts #8. Alderney, Cairo, Cyrillic, 
Greek, Paint, Playbill, Rehovot, Runes, Wash¬ 
ington, Zodiac. 

M61: Fonts #9. New Century, Helvetica, 
Columbia, Minneapolis, Creamy, Palatino, 
Detroit, and Zap Chancery. 

M64: Fonts #10. York, Paint, Miscpix, Icon, 
Cupertino, Arabic, Fallingwater, Schematic, 
Moscow, and Isengard. 

M67: Fonts #11. Cavanough, lcon2, Flet¬ 
cher, Math-Greek, Toyland, Troyes, Memphis, 
Provo, Scan, Tombstone, Southbend, 
Klingon, Wall Street. 

Clip Art (Spectre) 

M33: Clip Art #1— Aircraft, Business, Car 
Logos, Cars & Trucks, Clip Art Demo, Disney, 
Eyeballs, Flowers, Misc, Seasons, Treesl, 
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Trees2, ViewPaint 1.5. 

M52: Clip Art #2--AI&Jimmy, Americana, 
Arrows, Bigger Guys, Billboards, Borders, 
Cars, Cartoons, Cats, Celebrities, Egret Fam¬ 
ous People, Farm Animals, Good Guys, 
Gorilla, Hopefuls, Little Guys, MacLectic Clip 
Art, More Little Guys, Presidents, Rain/Chef, 
Skier/Football, Skylines, Space/Race, Statues, 
Tennis/Running, Wine & Beer. 

M55: Clip Art #3. Animals, arrows, books, 
business, calendar, computer, disk, files, geo¬ 
graphy, holiday, houses, iconsl-6, mail, 
memo, miscl, misc2, money, music, office, 
people and symbols. 

CommercialDemos (Spectre) 

M37: Mac-A-Mug Pro Demo. Ver 1.0, 
Create your own mug shots by combining a 
variety of different facial features. 

M38: Video Works Player #1. PD player 
for VW animated screens w/11 movies. 

M39: Demo Disk #2. Anatomiser, Desk- 
Paint, and SuperPaint. 

M54: Design. No save feature. Includes 5 
samples and full documentation. 

M59D: Demo Disk #3. Demo version of 
Kaleidagraph and Geographies II. 

M62: Demo Disk #4. Math Blaster and Blob 
Manager Demo. 

HyperCard Disks (Spectre) 

M48D: HyperStacks #1. Address, Data¬ 
book, Fractal, Funy Day, Home Desk, Hyper- 
Newsi.2, HyperZoetropes, MacGallery, Mac- 
Vermont #2, Notebook, Periodic Table, and 
ResEdit IPS. (Requires HyperDA W/64K ROM.) 
M49D: HyperStacks #2. Ear, Illusions, 
Passing Notes, Shipstack, Silly, and US States 
M2. (Requires HyperDA W/64K ROM.) 

M5SD: HyperStacks #3. Atkinson’s 786K 
Clip Art Stack (500 clip art pics). Requires 
HyperDA with 64K ROM Spectre or Magic Sac. 

Spectre 128 Library 

Note: These disks require Spectre 128 (128K 
ROMs) and DO NOT work with 64K ROMs 
unless otherwise noted. 

SI: MacWrite 5.0 Demo, (no print or save). 
S2: MacPaint 2.0 Demo, (no print or save). 
S3D: Red Ryder 9.4. Telecommunications 
program. Docs, utilities included. 

S4D: Aldus Freehand Demo. (Video 
Works II interactive demo of Freehand.) 

S5: Games #1— Banzai, Monopoly 4.0, ATC 
4.0, Mines, New Daleks, Brickies 4.0 
S6D: PowerPoint Demo. Program for 
planning, composing, and creating complete 
presentations. (64K ROM compatible. Also 
works with Magic Sac). 

S7: Games #2. Space Bubbles, Stratego, 
Investigator #1, Towers of Hanoi, Marienbad. 
S8: Image Studio Demo. A photo retouch¬ 
ing lab on the desktop, modify digitized 
images in 65 grey scale levels, (no save). 

S9: Telecom #1. Stufflt 1.51, Stufflt Users 
Guide, Freeterm 2.0 w/docs, Term Works 1.3, 
Packet III ver 1.3. 

S10D: Stacks #1. Concentration, Hyper- 
Gunshy, Dinosaurs, AutoStack, Home 1.2. 

S11: Utilities #1. MacEnvy, Benchmark, 
DiskTimer II, Samplelt 1.21, Samplelt Docs, 


Apfont 3.2, HierDA, Fever, OnCue 1.3 Demo, 
ScreenDump II, Findsweel 2.0 Demo. 

S12D: Full Impact Demo. Spreadsheet 
program (no save.) 

Si 3D: Stacks #2. Visual Stack, Chem Flash 
Cards, Display Piet 1.4, Indigo Gets Out, 
AutCat, Animal Stack, Comic, OnTheBeach, 
Name That Plane. 

SI4: Utilities #2. Big Das Runner, Mac II 
Icons, DiskParam, Utilities 1.5.1 Guide, 
Unstuffit DA 1.5.1, Auto Unstuffit Installer 1.5, 
Repair 1.2, ICON Designer, Viewer 1.5.1, 
SuperClock 3.1, SuperClock Doc, ToMultiFin- 
der, Interferon 3.1. 

S15: Games #3. Darts, MacCametot, Brick- 
lesPlus, Gravitation 4.0, Swamplord. 

S16: DAs #1. NekoDA, BezierDa and Docs, 
SnapShotDA 1.2, Adventure, Virus Detective, 
BreakKey, SysErrTableDA, PinUp Clock DA, 
Freemem, New Scrapbook DA. 

SI 7: Sounds #1. SoundMaster w/22 sound 
files for use w/VI.9 of Spectre. 

SI8: Graphics #1. IDmata, DAfx 1.32, 
3dEC)IT, Fly Saver, Kaleidoscope, Optical, 
Pattern Blocks, Rae, Turbo View 1.01, Mac¬ 
Paint Shortcuts, Desktop Shortcuts. 

S19D: Hyper Utilities #1. Deprotect 
Stack, XPICT, Moving Cursors Tutorial, Button 
Manager, Stack Compacter, Field Line Num- 
berer, CardMover, Six Little Goodies, MH 
PowerScripts Sample, ShowDialog 1.5. 

S20D: MacDraw II Demo. VideoWorks 
format gives tour of latest features. 

S21: Utilities #3. File Scan, Jaws Icon, File 
Master Icon, File Monster Doc, Snapshot 
Installer, Black Hole 6.0.2, Looney Tunes 
Icons, Dog Trash Icon, Shredder leno, UDS/ 
M1.1, Virus RX I.4a2, System Font. Note: 
Some icon files require ResEdit. 

S22: Sword of Siegfried. Graphics/text 
adventure (requires vl .9 of Spectre). 

S23: Sounds #2. Mac CD 1.0 demo. Sound 
files may also be used w/SoundMaster on 
#S17. (10000 Marbles, Any Sound 1, Any 
Sound 2, Bad Disk 1, BVad Disk 2, Beep, 
Beep Sound 1, Disk Sounds 1-4, Don’t Worry 
Be Happy, Ka-Chung!, Rolling Your Own, 
Type Key 1, Type Return 1, Type Space 1.) 
S24: Games #4. Dragon 2, Zoony, Mazer- 
Lazer, and demo version of ShufflePuck. 
S25D: MacMoney Demo. 

S26: Function Keys #1. (AnalogClock, 
Clock, CopyDisk 3.0, Craps, F-KEY Installer, 
FadeKey, Filelnfo, fkey, Fkey File Installer, 
Fkey-DA Sampler 2, FkeyView 2.5, FullMoon 
Calender, infoKey, LaunchKey, MacAlmanac, 
Pipeline, ResCViewer 4.5, SafeLaunch 2.%, 
SpaceWarp, StripTease, Unpack, Ver Reader 
3.0 and Windows. 

S27: Games #5. 3D Checkers V2.0, Ballis¬ 
tics 2.0, Consternation 1.0, HangMan, Peg 
Puzzle Pak, UnBreakout. 

S28: DAtabase Builder Demo. Full fea¬ 
tured database (including graphics) in a DA. 
S29: Sounds #3. Talking Moose 1.21 and 9 
sound resources (Archie, Bad Disk 3, Beep 
Sound 2, Disk Sound 5, Disk Sound 6, Key 
Click 1, Oh Yeaaahh!, Mac Sound 1, and 
Startup Sound 1). 

S30: Utilities #4. Init Cdev, Assassin, 
Bund Aid, Curse the Finder, Easy Icon, Finder 
Cursor Icons, Finder, Icons, HD Mini-Icon, 


IconManager 1.1, JerryCan, Murphy Init, NeVR 
Init, ScrollMBar CDev, System lcons+, Version 
Sleuth 1.0, What, and Windows. 

S31: DAs #2. AddressBook 1.1.2, Art- 
ist+2.01, Blackjack, Calc 3.0, Calendar 1.7, 
Catch, dCAD 3.0, Diskinfo 1.2, Maxwell 2.2a, 
MegaCalculator, SuperHelp, VirusDetective 
2.2.1, and windows. 

S32: VideoWorks w/Sound. 6 VW anima¬ 
tions with a player, sound resources, and 
MacinTalk ("1 Mac to go," Apollo, Marbles, 
People Wall, Shortstop, and The Cauldron.) 
S33D: Hyperutilities #2. GetString XFCN, 
HyperScrap, LockField, Pluckstring XFCN, 
Recover, Script Lister, ScriptAccess, Stack 
Analyzer, Stak-X Demo, Unity, Virus Encyclo¬ 
pedia, XFCN miscellany, Zoomer XCFN). 
#S34: Excel Templates #1. Macro, Amort 
Sch, Apod 1.9, Budget, Checkbook, Clock.CH, 
Clock.MS, Clock.WS, Commands, DB.Form, 
Excel Budget, Expenses, Exps, Inc, IRA, Load 
Calc Master2, Load MaxTime 2, Matrix, Mor- 
tAmt.MS 3.0, Replace, Savings Account, Bio 
Chart, Biorhythm. 

S35D: HyperStacks #3. Atoms, Bird Stack 
II, Helicopter Stack, HyperlRA, Scan Stack 3. 
#S36: Sounds #4. Includes A Wish, I don’t 
know, I know you are, Mecca jumbi, Need 
Input!, Unacceptable, Ax Headroom, Cheap- 
Beep, Ayaaaah!, Boom!, aooooh, game over 
man, monkey, and vulcan mind. 

New for October 

#S37D: HyperStacks #4. StackArt Vol.l 
(100 clip art pics) for use with HyperCard or 
HyperDA. This clip art can be copied to the 
clip board or scrap book for pasting into other 
documents.. 

#S38: Games #6. Cairo Shootout 1.2a, 
Puz 2 l 1.1, and stunt Copter 2.0. These games 
have been placed in the public domain in 
memory of their author. 

#S39: Utilities #5. Init Cdev 2.0, About 
lOnit Cdev 2.0, Moire Cdev, Moire Screen 
Saver Docs, Moire Cdev to Init, Hierda .9983, 
Hierda release notes, RAM check, RAM Check 
Info, SnapJot, SnapJot Docs, SnapJot Demo 
DA, SuperClock 3.4, SuperClock Docs, Time¬ 
piece, TimePiece Docs, Virus Dective 3.0.1, 
Wind Chooser 1.0.1, Why 1.0.1, QuicKeys 
demo. 

#S40D: HyperUtilities #3. Includes 4 
stacks for use with HyperCard. Christopher’s 
XSTAK4, How a Virus Works, (Conjurer, and 
Progress XCMD 1.1. 

#S41: Productivity #1. Five personal pro¬ 
ductivity packages: Album Tracker 2.01, 
Amortize 2.4, Check Book 2.0, Road Atlas, and 
Smallview 1.3. 

NOTE: CN disks cost $4.00 each. 

Quantity Discounts: 

10 disks for $35 
35 disks for $100 
50 disks for $150 

Add $1 for every 6 disks (or fraction 
thereof) for shipping and handling (maximum 
$6 charge for S&H). Order disks from: 

CN Library, 122 N Johnson Rd, 
Sterling, VA 22170. 
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WAACE CLUB CORNER 


This space is made available to WAACE member clubs for publicizing activities. Material for this column must be in the hands of the Clubs Editor by 
the 3rd of each month. Send copy to Ed Seward, PO Box 2699, Merrifield, VA 22116. Material can also be uploaded to the ARMUDIC BBS. 


NOV ATARI: Northern Virginia Atari Users’ Group 

President..Bonnie Little. ...;.. .703-444-2419 

ST VP..Ed Seward..703-573-3044 

8bit VP...NinaKraucunas... 703^250-3572 

Membership. ... Earl Lilley.. 703-281-9017 

Treasurer.. Gary Purinton. .. 703-264-8826 

ST Librarian.Frank Chan ..... 703-960-0474 

8-bit Librarian..Geoff DiMego...... 703-425-5030 

8-bitmail. ..Thom Parkin 

ARMUDIC Sysop.. Scott Ogden...703-450-3992 

New Members: Dues are $24/year/family which includes a subscrip¬ 
tion to CURRENT NOTES and access to more activities. Join at the main 
meeting or at a chapter meeting or by sending $24, payable to 
NOVATARI, to NOVATARI. PO Box 4076, Merrifield, VA 22116. 

Novatari Main meeting: second Sunday of the month at the Wash¬ 
ington Gas Light Building, 6801 Industrial Rd, Springfield, VA. Take 495 
to east on Braddock Rd.(620) to south on Backlick Rd (617). Left on 
Industrial Rd. Washington Gas Light is the second building on the right. 
5:30 Programmers SIG; 6:15 announcements, open forum, door prizes; 
6:45 VAST and 8BIT SIG meetings. 

Chapter Meetings: NIL Vernon/Hybla Valley , 1st Thursday, 7:30 
Contact Ron Peters at 780-0963. Sterling, Sterling Library, 7:30-9:30, 
Wed after the Second Sunday Contact Richard Gunter at 471-7765. 
Vienna, 4th Sunday, Contact Ed Seward 573-3044 for time and place. 


A.U.R. A.: Atari Users Regional Association 

President.. Niel Johnson... 301-540-1794 

8-bit VP....VACANT 

16-bit VP ...Ira Horowitz...........301-421-9507 

Treasurer.. Bob Brock.. 301-268-2554 

Membership..Bill Brown..301-279-7537 

8bit Librarian..Wayne Heiden... 301-330-0130 

16bit Librarian.Joe Russek..301 -946-7593 

MEETINGS: Third Thursday of each month in the Multipurpose Room 
at GRACE EPISCOPAL SCHOOL. The school is on the east side of 
Connecticut Avenue, 1/4 mi.north of the Connecticut Avenue (North) 
Exit from 1495. Library and swap table sales begin at 7:15, the meeting 
begins at 7:30. We have separate XL and ST demonstrations. There will 
be 8-bit and 16-bit door prizes. 

Correspondence. All correspondence, including membership 
renewals, changes of address, etc. should be sent to: AURA, P. O. Box 
7761, Silver Spring, MD 20910. 

New Members. Dues are $25/year and include subscription to CUR¬ 
RENT NOTES. Send name, address, phone number, and check to above 
address. 


F.A.C.E.: Frederick Atari Computer Enthusiasts 

President. ... Chris Rietman... 301 -791 -9170 

Vice President..Mike Kerwin........ 301-845-4477 

Treasurer....... Buddy Smallwood...717-485-4714 

MEETINGS: 4th Tuesday, 7-9:30 pm, Walkersville HS, MD Route 194, 
1 mile north of MD Route 26 (Liberty Road). July and August meetings 
will be held at St Paul’s Lutheran Church, 14 W. Pennsylvania Ave, 
Walkersville, MD. 

NEW MEMBERS: Dues are $25/year/family and include a subscription 
to CURRENT NOTES. Join at meeting or send check, payable to FACE, 
to Buddy Smallwood, PO Box 2026, Frederick, MD 21701. 


G.R.A.S.P.: Greater Richmond Atari Support Program 

President.Mickey Angell..804-744-3307 

Vice President.Terry Barker.804-379-8175 

Secretary.Tom Marvin.804-233-6155 

MEETINGS: 2nd and 4th Thursday, at La Prade Library, 2730 Hicks Rd. 
Dues: $20 per year (CURRENT NOTES available at special discount). 

W ACUG: Woodbridgc Atari Computer Users’ Group 


President. 

.LouPraino. 

.703-221-8193 

VP. 

.Ron Dunn. 

.703-494-4260 

8BitVP. 

.Darrell Stiles. 

. 703-494-9819 

ST VP. 

.Bill Parker. 

. 703-680-3041 

Treasurer. 

.Kitty Parker. 

. 703-680-3041 

Librarian.. 

.Frank Bassett. 

. 703-670-8780 


MEETINGS: 7-9 pm, Community Room, Potomac Branch, Prince 
William County Library, Opitz Blvd., Woodbridge, VA. Entering Wood- 
bridge from either North or South on Route 1, proceed to the intersec¬ 
tion of Route 1 and Opitz Blvd. (opposite Woodbridge Lincoln-Mer- 
cury). Turn West on Opitz and take first left turn into the library’s parking 
lot. The Community Room is located to your left immediately upon 
entering the main building. Meeting schedule: Nov 13, Dec 12, Jan 16, 
Feb 27, Mar 26, Apr 23, May 29, and Jun 19. 

NEW MEMBERS: Initial membership fee is $10 plus $1 monthly dues. 
Renewals are $20 per year, payable as of 1 January. Membership 
includes a subscription to CURRENT NOTES. Join at meeting or send 
check, payable to WACUG, to Kitty Parker, 3228 Bethel Church Rd, 
Woodbridge, VA 22192. 


M.A.C.C.: Maryland Atari Computer Club 

President.Jim Hill.301 -461 -7556 

Vice President.Dan Honick.301-356-6453 

Treasurer.John Cromwell.301-356-6453 

Secretary.Bob Brent.301 -254-3896 

8bit Librarian.Jim Hill (acting) 

ST Librarian.Tim Caldwell.301-687-1413 

Newsletter Ed.Charles Smeton.301-465-8628 

MEETINGS: last Tuesday, 6:30 pm, Pikesville Library, 1 mile east on 
Reisierstown Rd from Exit 20 off the Baltimore Beltway. 

NEW MEMBERS: Club Dues are $22/year and include a subscription 
to CURRENT NOTES. Join at meeting or send check, payable to MACC, 
to James Hill, 8591 Wheatfield Way, Ellicott City, MD, 21043. 


M.A.S.T.: Meade Atari ST Users Group 

President.Bob Johnson.301 -674-8762 

Vice Pres.Keith Drewke.301 -551-2662 

Secretary.John Corkran.301 -255-1674 

PD Librarian.Harold Beck III.301-672-1793 

Tangent Line BBS.Thomas Hutchinson.301-850-5045 

Meetings - Third Tuesday of each month at the Province Branch 
Library at the intersection of Ridge Rd/Rochenbach Rd and MD 175 in 
Odenton at the rear of the Severn Square shopping center. The 
meetings run from 6:30 to 9:00 pm.. Call Bob Johnson any evening for 
further information. 

Mailing Address: All correspondence, including membership 
renewals, changes ofaddress, etc. should be sent to: MAST, c/o Bob 
Johnson, 1616B Forrest Ave, Ft. Meade, MD 20755. 

New Members. Dues are $27/year and include subscription to CUR¬ 
RENT NOTES and unlimited download and message activity on the 
Tangent Line BBS. Send name, address, phone number, and check to 
above address or join at any meeting. 
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WAACE GOINGS ON 


WAACE Chairman's Report 

by John Barnes, WAACE Chairman 

Important People from AtariFest ’89 

Over 125 people worked to make WAACE’s 
AtariFest ’89 the success that it proved to be. At the risk 
of offending some people I want to point out contribu¬ 
tions by a small number of individuals who deserve 
special recognition. If any one of these people had fallen 
asleep at the switch Charles Smeton and I would have 
been at a complete loss to take up the slack. 

Bob Johnson: Bob started early and energetically 
with the advertising campaign, which he and Gary 
Purinton cochaired. In the end he also took on the 
Desktop Publishing demonstration room and organized 
a very informative series of presentations. The Fest was 
always in the front of his mind and he pushed it 
mercilessly on GENie and ARMUDIC and in personal 
phone calls. 

Russell Brown: In addition to his role as WAACE 
secretary, which he fulfilled very effectively, Russ organ¬ 
ized the banquet and the hotel accommodations. His 
contributions to sound, well reasoned discussion 
throughout the planning process were invaluable. 

Gary Purinton: In addition to his role as past 
chairman, in which he acted as a storehouse of logistic 
knowledge, Gary provided a steadying influence as 
cochair of the advertising campaign. At the last minute 
he jumped in to help out in the MSDos emulation room 
and he was one of the last to leave when it came time to 
clean up. 

Bill Brown: As Site Manager, Bill established an 
effective working relationship with the school authorities 
and he used his engineering talents to ensure a smooth 
fit of the Fest activities into the available space. 

Steve Rudolph: When, fairly late in the game, the 
organizers decided to put together a printed program, 
Steve rose to the challenge. Within a space of three 
weeks he had solicited over 120 vendors and had 
organized other diverse sources of content into an 
attractive and valuable publication. 

Johnna Ogden: Johnna acted as mother hen to the 
many vendors who wanted to participate in the Fest. She 
needed to constantly track their requirements and to 
make sure that they lived up to their commitments. She 
canvassed all corners of the Atari World to come up with 
an array of interesting vendors and products. Dealing 
with these people required an unusual amount of 
patience and perseverance. 

How did we do? 

I want to get my two cents in in time to help everyone 
keep a sound perspective on our performance. While the 
bottom line, which I estimate at 3,000+ visitors is not bad, 
it is also not the whole story. The vendors to whom I 
talked were, for the most part, pleased. We also had a 
better selection of vendors with innovative products. 
Time will tell how well these catch on. 

We also created an ambience which attracted 
people from further away than ever before. This 


audience came to hear and see and stay. We also had 
more “celebrities,” people like D. A. Brumleve, Darlah, 
Ralph Mariano, Sig Hartmann, Bob Brodie, the Smalls, 
etc. Coverage from the Atari press, with ST Informer, 
ZMag, ST Express, and so on was unprecedented. 
Seminars were generally well attended. 

The ancillary events, like the developers’ meeting and 
the user groups’ meeting seemed to be productive. If the 
initiatives undertaken in these meetings take hold, the 
Atari community will benefit for a long time to come. And, 
of course, the evening partying was better than ever. 

On the flip side we had some serious failures. The 
MS-DOS emulations room suffered from a lack of 
support from the vendors as well as some unforeseeable 
personnel problems. The hardware add-on room, like¬ 
wise, had to be cancelled because of other demands on 
the personnel. 

The person who was supposed to stage the MIDI 
demonstrations on Sunday simply was not up to the task 
Of doing that and operating a vendor booth at the same 
time. Several of the WAACE user groups simply did not 
muster the personnel to present themselves effectively. 
The experiment with additional vendor space was initially 
a failure because the space was too far removed from 
the main flow. The 8 bit folks who came did not find much 
to boost their spirits. 

What About Next Year? 

The WAACE folks have to sit down and analyze 
everything before we make a commitment to an Atari¬ 
Fest ’90. This show has clearly outgrown its homespun 
roots. The costs and logistics of using hotel space, the 
possibility of involving more outsiders, the role of the 
selling side of the show, the need for an Atari only event 
of some magnitude on the East Coast, all of these have 
to be weighed against the resources we have available. 

In the Meantime 

There are lots of little initiatives we can undertake to 
keep our groups healthy as we go into next year. We 
need a strong membership recruitment campaign. We 
also need to make our presence felt at the local shows 
with demonstrations, seminars, and recruiting. We need 
to get hold of some of the taped material from the Fest 
and edit it up for use as educational material at User 
group meetings and home viewing. 

If our user groups are basically healthy, we can face 
whatever challenges the future has in store for us. 

ARMUDIC BBS ^ 
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AURA 

by Ncii A. Johnson, A UR A President 

Hello from AURA! We hope that everyone who 
attended WAACE’s ATARIFEST enjoyed it as much as 
we did. It’s encouraging to see such a great support of 
the Atari in a market so dominated by other systems. 
AURA would like to congratulate AURA member and 
former president John Barnes and the other ATARIFEST 
Coordinators for a fantastic ATARI weekend. 

So far the scheduled themes include Desk-Top 
Publishing (Nov 16), Art & Music (and Seasons’ Greet¬ 
ings Cards) (Dec 19), Taxes and Spreadsheets (Jan 
18th). 

All AURA members and prospective members are 
encouraged to attend each of the monthly meetings. An 
old coach of mine used to say, “You only get out of 
something that what you put into it!” In other words, the 
Club meetings are more fun and interesting when you’re 
there. So please come out and participate! 


NOV ATARI Notes 

by Ed Seward, NOVATARI ST VP 

I hope all of you enjoyed this year’s ATARIFEST as 
much as I did. As in previous shows NOVATARI had a 
large numbers of volunteers helping out over the week¬ 
end. Many thanks to the team that put together this 
year’s show and to those that contributed during the 
weekend. 

As you are reading this, efforts are under way to put 
together a slate of officers for next year. (Georgia 
Weatherhead has broken out her ‘volunteer’ lasso once 
again!) Elections are to be held at the December 
meeting. 

At the November meeting we ‘hope’ to have a demo 
of NeoDesk 2.05. If there is anyone interested in talking 
about hard disk backup programs at a future meeting 
could you please call me at 573-3044 or leave a 
message on ARMUDIC. 

Have a nice Thanksgiving. 


W.A.A.C.E. Calendar; NOVEMBER 1909 


Wed 1 NOVATARI Board Meeting.Vienna, VA 

Thr 2 Mt Vcrnon/Hybla Valley Chapter. Mt. Vernon, VA 

Thr 9 GRASP Meeting.Richmond, VA 

Sun 12 NOVATARI Main Meeting.Springfield, VA 

Mon 13 WACUG Meeting.Woodbridge, VA 

Wed 15 Sterling Chapter Meeting.Sterling, VA 


Thr 16 AURA Meeting.Silver Spring, MD 

Tue 21 MAST Meeting.Odenton, MD 

Thr 23 HAPPY THANKSGIVING! 

Sun 26 Vienna Chapter Meeting.Vienna, VA 

Tue 28 FACE Meeting.Walkersville, MD 

Tue 28 MACC Meeting.Pikesville, MD 
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Turn Your Atari into a Macintosh 



The Newest, Most Powerful Macintosh Emulator Available for Atari Computers 


COMPATIBILITY: 

• Reads and Writes Macintosh format 
disks with an Atari Disk Drive 

• Runs the newest Mac software like 
HyperCard™, which need 

128K Roms 

• Uses Spectre Format or Macintosh 
Format Disks 

• Hard Disk Compatible 


Developed by David Small, the creator of the Spectre 128™ 


SPEED: 

• GCR allows you to "plug and play” 
with Macintosh Disks in real time; 
no need to copy Mac Disks to 
Spectre Format 

• The screen is 30% larger,, and the 
overall speed of the Spectre is 20% 
faster than the Mac Plus 





Suggested Retail: $ 299.95 


40 W. Littleton Blvd.; #210-211 • Littleton. Colorado 80120 • (303) 791-6098 • Fax: 1-303-791-0253 Call, taken 8:3Oam-M0pmMWF 


Macintosh. Mac, and HyperCard are trademarks of Apple Computer, Inc. • Mafic Sac and Tramlalor One are 
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NOUmnRI HL/HE PUBLIC DOMAIN LIBRARY 


for ST) 


To order: 

(Note, 5 1/4 disks only, NOT 
Send checks, payable to 
NOVATARI, to: 

Thom Parkin 
701 N. Sterling Blvd. 
Sterling, VA 22170 
The price for mail orders is 
$3 per disk plus $1 for 
postage and handling for 
every 3 disks. Please 
remember to list both the 
disk number and "Games," 
"Demo", etc. 

DEMO 

1. Miscellaneous -BoiNK. 

Hollywood Medieval, Ballsong #1 & #2, 
CESdemo2, LUCASdemo. Impressive 
demonstrations of what your Atari can 
do. Note: no games or utilities on this 
disk. 

2. Movie Maker Clips 

- with IPS Loader. 

3. Heavy Metal Art - Fun with Art 

Loader from Jacksonville Atari 
Computer Enthusiasts. 

4. Miscellaneous -side a 

slideshow includes PIC titles like: 

Eagle3, Opus, Saturn5, Snoopy. Side 2 
showtime includes: Bessel, church, 
worldmap. 

5. Desktop DOS & Demos- 

Graphics demos par excellence: 
Swandemo, Boindex, CESdemo, 
Fujidemo, Pinup demo, earth (rotating), 
airstrik (graphics and music). 

6. VizPiCS - excellent examples of Tim 
Kilby's visualizer graphics by Jim 
Stevenson Jr. Scenes from the Dark 
Crystal story on Side A, Star Trek on B. 

7. Mandelbrot factal graphics 

- See, print or create your own. 3 doc 
files on side B explain the concepts and 
math. You may plot, calculate, cold 
dump, or check your data with the 
utilities. Side A features real pretty 
graphic displays. 

8. Hitchhiker's Guide to 

The Galaxy - Text and graphic 
descriptions of the settings and 
characters in Douglas Adams novel cum 
TV series cum Text Adventures game 
by Infocom by Jim Stevenson Jr. 

9. Wizard of OZ-SideAwillshow 

Graphics 7.5 pictures via computer eyes 
in an auto cycle. Side B has graphics 
9.0 pictures too. You can use the 
graphic utilites on Utility disk #28 to view 
and manipulate these pictures. 

10. Adventures Companion - 

the complete solutions for Deadline, 

Dark Crystal, Ghost Town, Mask of the 
Sun, Mission Asteroid, Mystery 
Funhouse, Pyramid of Doom, Pirate 
Adventure, Hitchkiker's Guide to the 
Galaxy, Witness, Cutthroats, and Infidel. 
A unique "Step-by-step" system 
prevents you from learning more than 
you want to know. 

11. German sound & graphics 


EDUCATION 

1. Mathematics 

2. Primary Language 

3. Teachers Toolbox 

4. Word Builder 1.0 

5. Animated stories 

6. Geography 

7. Bio & Chem with 
touch typing 

8. Basic Math 

9. Higher Math and 
Language 

10. The Cell 

11. Spelling Bee 

12. Math Game 

13. Word Games 

GAMES 

1. Text Adventures 

2. Gambling 

3. Simulations 

4. Mazes 

5. Parlour Games 

6. Graphics 

7. Action! Games 

8. Arcade Look-A-Likes 

9. Text Adventures II 

10. Text Adventures III 

11. Surf’s Up 

12. Ski King 

13. 20 Basic Games 

14. Super Quiz A & B (2 disks) 

15. Graphic Adventures 

16. Space Lords 

17. Pinball games 

18. Machine Language Games 

19. Dandy dungeon 

20. Holdem Poker 

21. Americas Cup 

22. Boulder Dash Construction 

23. Wheel of Fortune and 
Backgammon 

24. Yankee 21 (Blackjack) 

25. Card Games 

26. Voyages Through Time 

27. Space Games 

28. Paper Airplane Construction 

29. Infantry Squad 


LANGUAGE 

1. Fig-FORTH 

2. ACTION! source codes 

(d. GAMES 7) 

3. ACTION! Graphic Demos 

4. ACTION! Utility Programs 


1. Fig-FORTH 

2. ACTION! source codes 

(d. GAMES 7) 

3. ACTION! Graphic Demos 

4. ACTION! Utility Programs ! 

5. ACTION! Modules#1 

6. ACTION! Modules*2 

7. BASIC XL-REF Base 

8. ACTION! Modules #3 

9. KERMIT telecom 

10. TURBO BASIC 

11. Pascal Sampler 

12. Searcher XL Turbo 

13. Turbo Basic 400/800 

14. C Language 

15. Turbo Basic Docs 

MUSIC 

1. TV/Movie Themes 

2. Rock 

3. Jazz 

4. BASIC with animation 

5. 12 Rock Songs 

6. 14 Movie/Videos 

7. 16 Oldies 

8. 18 Classics 

9. Ram 130 AMS Beetles' 

10. Music Comp. Songs 

11. Pokey Player 

12. Music Major 

UTILITY 

1. Misc Introduction 

2. Printers 
3» DOS 2.5 

4. Dir & Label Printer 

5. Graphics Trilogy 

6. Copymate XE 

7. SCOPY sector copier 

8. Translator Disk 

9. 256K Upgrade 

10. Daisy-Dot NLQ 

11. Dos 2.5 

12. MACHDOS 2.1 

13. Print Shop Icons 

14. Easy Find 

15. Print Shop Icons 

16. TEXTPRO 1.1 

17. Print Shop Icons 

18. Touch Edit 

19. DOS 4.0 

20. Graphics 

21. 130XE Upgrades & Utilities 

22. HI-RES 130 (graphics) 

23. Rainbow DOS 

24. Font Master 

25. 3-D CAD 


26. Adelaide Symbolic 
Disassembler 

27. DB's & Spreadsheet 

28. Graphic Utilities & Pics 
28. String Magic 

30. Print Shop Icons 

31. Hacker's Toolkit 

32. Weekly Scheduler 

33. Textpro 2.5r (telecom) 

34. Print Shop Utility 

35. Monitor/Debugger 

36. Diet & Nutrition 

37. General Ledger 

38. Super Copiers 

39. Arari Writer Drivers 

40. Signmaker 1.3 

41. Billboard Maker 

42. Daisy dot II 

43. Graphics Art Department 

44. ARC-ALF Compression 
Utilities 

45. MYCOPR 2.1 

46. MYDOS 4.50 

47. Pixel Artist Deluxe 

48. Atari Reference Manual 

49. Print Shop Icons 

50. 1020 Printer Utilities 

51. JIF Version 2.0 

52. Draw7 (for XE only) 

53. DOS XE 

54. Print Shop Icons 


TELECOMMUNICATIONS 

1. 850 Interface 

2. 835/1030 Modem 

3. MPP Modem 

4. A. Amodem 7.2 

5. A&B Chameleon 
Terminal Emulator 

6. 1030 & 850 Express 

7. Data Comm 

8. AMIS XM10 BBS 

9. AMODEM 7.4 & Rverter 

10. ForemXEBBS 

11. Amodem V7.52 

12. Oasis BBS 

Please remember that this is 
an all-volunteer User Group 
processing these disk orders. 
Please allow a couple weeks 
for your disks to arrive! We 
will try to detail other 
categories in the coming 
months. 
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Members of registered clubs may subscribe to Current Notes at a discount rate ($20/year or $38/2 years). To add your 
club to the list, send an initial subscription list of 10% of the members or 6 members whichever is less, to CN Registered 
Clubs, 122 N. Johnson Rd., Sterling, VA 22170. For more information, call Joyce (703) 450-4761. NOTE: Canadian Atari 
clubs are also eligible. Canadian club subscriptions are $28/year or $54/2 years) 


ALABAMA 

Huntsville AUG, Levin Soule, 3911 W. Crest- 
view, Huntsville 35816 (205)534-1815. 

ARIZONA 

Tucson Atari Central, Sam Furrow, 2116 E. 1st 
St,Tucson,85719 (603)323-3410 

ARKANSAS 

Little Rock Atari Addicts, Keith Steensma, 28 
John Hancock Cir, Jacksonville, 72076 (501) 
985-2131. 

CALIFORNIA 

Atari Bay Area Computer Users Society, Bill 
Zinn, PO Box 22212, San Francisco 94122 
(415)753-8483. 

San Diego ACE, Mark Lawless, PO Box 203076, 
San Diego 92120 (619)581-2477. 

Santa Maria/Lompac ACE, Mike Jacobson 608 
N. Pierce, Santa Maria 93454 (805)925-9390. 

CONNECTICUT 

Atari User Group of Greater Hartford, 503-B 
East Center St, Manchester 06040 (203) 

623-8833. 

ST Atari Road Runners, Glen Werner, 1160 
South Curtis St. Wallingford 06492. 

ST Atari Users Society, Brian Rufini, 176 
Burnside Ave, E. Hartford 06180 (203) 289- 
7903. 

FLORIDA 

Atari Boosters League East, Hadley Nelson, 
P.O.Box 1172, Winter Park 32790. 

ILLINOIS 

Central Illinois Atari Users Group, Robert 
Handley, 1920 East Croxton Ave, Blooming¬ 
ton 61701-5702 (309)828-4661. 

Lake County ACE, Dwight Johnson, PO Box 
8788, Waukegan 60079 (312)623-9567. 

ST Information Group, Joe Lambert, P.O. Box 
1242, Peoria, 61654 (309) 346-4326. 

INDIANA 

Atari Lovers of Uliana Equaled by None, Jeff 
Coe, 706 Center St., Crown Point, 46307 
(219)663-5117. 

Eli Lilly Corp Center ST Users Group, Karl 
Werner, Eli Lilly Corp Cntr, Indianapolis 46285 
(317)276-3020. 

IOWA 

Midwest Atari Group-lowa Chap, Gordie Meyer, 
PO Box 1982, Ames 50010 (515) 232-1252. 

KANSAS 

Ft. Leavenworth Atari Group, PO Box 3233, Ft 
Leavenworth 66027. 

Lawrence Atari Comp. Club, Robert Drake, PO 
Box 1415, Lawrence, 66044 (913)842-5961. 

Wichita ACE, Marilyn Merica, 501 Trotter, Maize 
67101 (316)722-1078. 

KENTUCKY 

Atari Exchange of Louisville, Don Garr, PO Box 
34183, Louisville 40232. 

LOUISIANA 

Only ST Users’ Group, William Sammons, 2144 
Emerson St, Gretna 70056. 


MARYLAND 

Atari Users Regional Assoc, Bill Brown, PO Box 
7761, Silver Spring 20910 (301) 279-7537. 

Frederick Atari Computer Enthusiasts, Buddy 
Smallwood, PO Box 2026, Frederick 21701 
(717)485-4714. 

Maryland Atari Computer Club, James Hill, 8591 
Wheatfield Way, Ellicott City 21043 (301) 
461-7556. 

Meade Atari ST, Bob Johnson, 1616B Forrest 
Ave, Ft. Meade 20755 

Southern Maryland Atari Users Group, San 
Schrinar, 2032 Alehouse Ct, Waldorf 20601 
(301)843-7916. 

MASSACHUSETTS 

Acton-Boxboro Atari Computer Users Society, 
Dave Burns, PO Box 1523, Westford 01886 
(508)937-8046. 

MICHIGAN 

Michigan Atari General Information Conference, 
(MAGIC), Mike Lechkun, 4801 Martin Rd, 
Warren 48092-3491. 

MINNESOTA 

SPACE/MAST, James Schulz, PO Box 12016, 
New Brighton 55112 (612)533-4193. 

MISSOURI 

ACE St Louis, Joan Ryan, PO Box 6783, St. 
Louis, MO 63144 (314)645-6431. 

Warrensburg/Whiteman Atari Computer 
Owners, Les Lynam, PO Box 199, Warrens- 
burg 64093 (816)747-2543. 

NEW JERSEY 

Jersey Atari Computer Group, 8 Crescent Rd, 
Pine Brook 07058. 

NEW YORK 

ACE Users Group of Syracuse, Bernice Futter- 
man, PO Box 658, Sylvan Beach 13157 (315) 
762-4878. 

Atari Computer Owners of Rochester NY, Bruce 
Nelson, PO Box 23676, Rochester 14692 (716) 
334-5513. 

Capital District ACE, Joe Bogaard, PO Box 511, 
Delmar 12054 

Rockland Atari Computer Users Group, Richard 
Bloch, 29 Riverglen Dr., Thiells, NY 10984 (914) 
429-5283. 

NORTH CAROLINA 

Blue Ridge Atari Computer Enthusiasts, Bill 
Traughber, 106 Alpine Way, Asheville, NC 
28805 (704)298-0179. 

Charlotte AUG, Joe Venturelli, PO Box 240313, 
Charlotte 28224 (704) 366-4320. 

Peidmont Triad AUG, Nora Schwier, PO Box 
1073, Greensboro,27402(919)674-9196. 

Triangle Computer Club, Donald Nelson, Rt. 3, 
BOX 760, Hillsborough 27278 (919) 942-2764. 

OHIO 

Cleveland ACE, John Savarda, PO Box 93034, 
Cleveland 44101-5034. 

Miami Valley ACE, Bruce Hansford, P.O. Box 
24221, Huber Heights, 45424 (513)439-1993. 


PENNSYLVANIA 

Allentown Bethlehem Easton’s ACE, PO Box 
2830, Lehigh Valley 18001 BBS 215-759- 
2683. 

N. E. Atari Team Users Group, Allan Zaluda, PO 
Box 18150, Philadelphia 19116-0150. 

Spectrum Atari Group of Erie, Earl Hill, PO Box 
10562, Erie 16514 (814)833-4073. 

Southcentral PA ACE, Richard Basso, PO Box 
11446, Harrisburg 17108 (717)761-3755. 

SOUTH CAROLINA 

Greenville Atari Computer Enthusiasts, Mary 
Anne Terminate, 18 Bedfrord Lane, Taylors 
29687 (803)292-0280. 

SOUTH DAKOTA 

Rushmore ACE, Gregg Anderson, 3512 
Lawrence Drive, Rapid City, SD 57701 (605) 
348-6331. 

TENNESSEE 

Chattanooga Atari Owners Symposium, Phil 
Snider, POBox 80101, Chattnooga 37411 

Knoxville AUG, Bill Brosey, 953 Roderick Rd, 
Knoxville 37923 (615) 693-4542. 

TEXAS 

DAL-ACE, Rachel Duke, PO Box 851872, 
Richardson, 75085-1872 (214)429-6134. 

ST Atari League of San Antonio, David St. 
Martin, 3203 Coral Grove Dr, San Antonio 
78247(512)496-5635. 

VIRGINIA 

Greater Richmond Atari Support Program, 
Thomas Marvin, 1420 Yale Ave, Richmond 
23224 (804)233-6155. 

Northern Virginia Atari Users Group, Bonnie 
Little, PO Box 4076, Merrifield 22116 (703) 
444-2419. 

Southside Tidewater Atari Tech Users Society, 
Dick Litchfield, 1805 St. Regis Circle, VA 
Beach 23456 (804) 468-6964. 

Woodbridge Atari Computer Users’ Group, 
David Waalkes, 1302 Oregon Ave, Wood- 
bridge 22191 (703)490-1225. 

WASHINGTON 

Seattle Puget-Sound ACE, Nick Berry, PO Box 
110576, Tacoma 98411-0576 (206) 759-1473. 

STDIO, Ralph Plaggenburg, 904 N. 33rd PI, 
Renton, 98056 (206) 228-5303. 

WISCONSIN 

Milwaukee Area Atari User’s Group, Dennis 
Wilson, 3301 S. 93rd St, #108, Milwaukee, Wl 
53227(414)546-0282. 

Packerland Atari Computer Users Society, 
Peter Schefsky, 2714 South 11th Place, 
Sheboygan, 53081414-457-4519. 

CANADA 

Montreal Atari Club Atari de Montreal, PO Box 
5418, St. Laurent Station, Ville St. Laurent, 
H4L4Z9 

IS YOUR CLUB HERE? BECOME A 
REGISTERED CN CLUB TODAY! 
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Icon & text displays not available at the same time. 

The Ultimate Upgrade for the Atari ST!! 

NeoDesk is a complete replacement for the built-in GEM 
desktop. Its hundreds of features are clearly documented in an 
85+ page illustrated manual. Once you try NeoDesk you will 
never want to use the old desktop again! 

Features Include: High-speed file and disk operations (no more 
multiple disk swaps!) ' Unique custom file icons for any file 
(includes icon editor) * Place commonly used file icons right on the 
desktop * Run these from the mouse or keyboard (hot keys) * Twenty 
character editable disk volume name ’ Replacement control panel 
with corner clock and screen saver ‘ Printer queue * Keyboard 
equivalents for all commands ' Mono & color support * Improved 
disk formatting * Enhanced install application (This one works!) * File 
templates * 25%-30% faster windows * Requires less than 21K of RAM 
* Place a picture on the desktop * Multiple desktops ' Many more! 

For Only $49.95 

GRIBNIF SOFTWARE 

Orders only: (800) 999-GRIB ' Inquiries: (413) 584-7887 
Fax: (413) 584-2565 ’ P.O. Box 350 ~ Hadley, MA 01035 


rBBBBBH D & P Computer _ 

^VISA P.O. Box 811 - h,; 

Elyria. Ohio 44036 I ’^^F I 

Order Line 1 - 800 - 535-4290 9am-9pmEST 


How much is YOUR 
time worth? 



Turbo ST turns your 520/1040 ST into a speed 
demon. Check out Turbo ST at your local dealer 
or download our free demo from your favorite 
bulletin board. 

Upgrades to version 1.6 are only $5 with your 
original disk. For more information, call (407) 
657-4611, or write to SofTrek, P.O. Box 5257, 
Winter Park, FL 32793. 


Hard Drive Enclosures 


Complete with power supply and 

mounting holes, ready for board. 1/2 
height drives or Tape niech 
SCSI. MFM or RLL-room lor controller ' ' 

3.5‘H * 15"W x 143/4-L SI39.95 

Holds 2 1/2 height drives or 1 full height. 

60 watt power supply and fan. On/Off. indicator 
light.. Generic case. You must figure out I lost Mounting 
method. Has slot to accomodate controller boards. 

^ V. • 1 SCSI. MFM or RLL drives 

^ t ' 5 1 /2"l I x 7"W x 15 1 /2"L S99.95 

Host Adaptors 

icd Host $94.77 s upra Host $94.77 

_ D & P Hard Drives _ 

Expandable - Monitor style case with 
illuminated front swit ch, formatted & 
partitioned to your specifications. Quality 
Seagate scsi drive mechanisms & ICD host. 

Just plug in ! 


Ill 


Supra Hard Drives 


20 meg 40ms- $519 
20 meg 28ms- $543 
30 meg 40ms- $562 
30 meg 28ms- $576 


50 meg 40ms- $586 
50 meg 28ms- $614 
65 meg 28ms- $726 
85 meg 28ms- $724 


DVT-VCR Hard Drive 

Backup System $195 

Use your VCR to backup HD 

1-1.5 megs per minute * 


30meg MegaDrivc ST-S590 
40meg MegaDrive ST-S730 


_ Floppy Drives _ 

MFD 1080 (3.5* & 5.25-) - $315 
Master 3S (D/S31/2-) * $139 
Beast Cub (D/s 31/2-)” $139.95 
ATARI SF-3M (DIS 3I/2-) - $169.95 

/.-RAM New memory upgrade uses I meg chips only. 
2.5 or 4 megs works with all ST*S. SI 10 
RAM CHIPS 

256K 120ns - S3.OO \ meg 80ns - SI150 

MISC. HARDWARE 


MONITOR MASTER - S32 
DRIVE MASTER - S32 
MOUSE MASTER - S27 
DRIVE CABLE EXTENSION - SI6.49 
TWEETY BOARD - S37 
VIDEO KEY - S65 

MIGRAPH SCANNER W/TOUCHUP S429 

EMULATOR & ACCELERATOR 

SPECTRE GCR -S219 & ROMS -S129 
PC DITTO II (INTERNAL BOARD) - S250 
PC Speed - S369 

FAST TECH 16MHZ. BOARD - S275 
CMI 16MHZ BOARD - S239 


Real Teakwood 


Ordering Info: Visa. MasterCard, or COD. No personal checks please. No sur-charge 
for Credit Cards. Ohio residents add 5.5% tax. COD’s add S3.00 

Shipping Info: We ship UPS. Orders over SI00. free shipping in the USA. 
International: Actual freight charges. 

rj -Wfe want yombusiness, c-—_ 

I pP We will match any price in this magazine on any of \ 

v the betow items, and give you FREE shipping. ^ i°l 


I folds 90 - 3.5“ disks 2 rows 

tSflyl S26.95 

J Holds 135 - 3.5- disks 3 rows 
Real Teakwood _ S38.95 

Monitor Stand & Power Center 

5 Individually swit¬ 
ched outlets with 
EMI/RFI surge protec¬ 
tion Tilt monitor- 

base. $ 49.95 

STAR NX. 1000 $169.60 

144cps-36cpsNLQ 
8 built in fonts 

STAR NX-2400 24pin printer $. 299.80 




HEWLETT PACKARD 

j DeskJet - $639 
DeskJet+ - $759 


MODEMS 

ZOOM 2400- $109.95 
Generic 2400 - $99.95 
6ft Modem or Printer cable $ 7.00 

SUP RA 2400 Baud 

$ 115.99 





















LIST OF ADVERTISERS 

1st Stop (800) 252-2787. 

37 

Classified Ads. 

76 

A & D Software (503) 476-0071. 

47 

Artisan Software (209) 239-1552. 

11 

ATY Computer (415) 482-3775. 

76 

Cal Com (301) 933-3574. 

IFC 

CN Magic Library (703) 450-4761. 

68 

CN ST Library (703) 450-4761. 

66 

D & P Computer (216) 926-3842. 

75 

Debonair Software (Salt Lake City, UT).... 

43 

Diskcovery (703) 536-5040. 

OBC 

E. Arthur Brown (800) 322-4405. 

51 - 

Electronic Clinic (301) 656-7983. 

45 ;i 

Gadgets by Small (303) 791-6098. 

72 

Gribnif Software (800) 999-GRIB. 

75 j: 

Joppa Computer Products (800) 876-6040 

27 :j 

L & Y Electronics (703) 643-1729. 

IBC 

Novatari XL/XE PD Lib. (Vienna, VA).... 

73 ^ 

Proco Products (401) 568-8459. 

51 

SofTrek (407) 657-4611 . 

75 

ST Informer (503) 476-0071. 

45 

ST World (800) 842-9034. 

1 

Templicity (415) 655-2355. 

51 

Toad Computers (301) 544-6943. 

5 

Vcur Ad Could be in CN! 
CaiifZCJ) 43C-4ZCI for 
details and prices. 


CN CLASSIFIED ADS 

ATTENTION ALL COMPUTER OWNERS! You 
know it costs big money to keep up with all the latest 
programs and hardware. There is a way to make your 
computer pay you! I can show you how. Send a 
self-stamped addressed envelope for FREE informa¬ 
tion: Rick Sitbon, PO Box 677, Dept. A01, Kenai, AK 
99611. BIG $$ POTENTIAL - NO EXPERIENCE 
NEEDED. 

FOR SALE: Star NX-1000 MultiFont Printer $115; 
Orange Grappler LS (Spectre/GCR) $45; Fontz $15. 
Prices include UPS/COD. Peter Wilson (804) 271-0005. 
Richmond, VA. 

CN Classified ads are $0.01/character. Send your 
ad to CN Ciassifie, 122 N. Johnson Rd, Sterling, VA 
22170. 


Remember ta Jell aiir 






ATY Computer 3727 13th Ave - Oakland CA 94610 

ct ctnanifilict St0fe h0UrS: MOn_Fri 3:30 10 7 P' m - 

i>l specialist Sat and Sun noon to 5p.m. 


1040ST 659 Mega2 1139 Mega4 1579 

1040 color 959 Mega2 color 1429 Mega4 color 1829 

1040 mono 799 Mega2 mono 1259 Mega4 mono 1699 

color monitor 339 Portfolio 349 2 sided drive 209 

mono monitor 149 STACY call Megafile 60 795 

30 to 40% discount on all softwares 
call fa a free complete listing on 
softwares, hardwares, and accessories 

(415) 482-3775 


P Megafile 30 ^ 
^ only $529 ^ 


Current Notes Subscription Form 

Please (START) (RENEW) my subscription to Current Notes for 1 year ($24)_, 2 years ($42) 

Please (START) (RENEW) my subscription as a member of a CN Registered Club (see page 74) for 

1 year ($20)_2years($38)__ Club Name:_. 

<-PLEASE PRINT CLEARLY- 

Name: _ 

Street:_ 

City:_ST:_ZIP: 

Phone: ( ) _ 

I own an ATARI (circle all that apply): ST Computers: 520ST 1040ST MegaST2 MegaST4 Now 

8-bit Computers: 400 800 1200XL 800XL 65XE 130XE XEGS ; Game Systems: 2600 7800 


November 89 


Current Notes subscription rate is $24 ($42/ 2 years). Foreign subscriptions: Canada 2nd class, $32/year. Surface 
rate to Canada and other countries: $39/year. AIR MAIL rates: Canada/Mexico, $42; Cent. Amer., Caribbean, $51; S. 
America, Europe, N. Africa, $61; Mid East, Africa, Asia, Australia, $71. Foreign subscriptions payable in US $ drawn on a US 
bank. Send check, payable to Current Notes, to CN Subscriptions, 122 N. Johnson Rd., Sterling, VA 22170. 
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L & Y ELECTRONICS, INC. 

13644C JEFFERSON DAVIS HWY. 
WOODBRIDGE, VIRGINIA 22191 

PRICES SUBJECT TO CHANGE 
IN STOCK ONLY-SALE ENDS November 30, 1989 

ATARI SERVICE 
AUTHORIZED SINCE 1982 

NO CREDrr CARD SURCHARGE 

(703)494-3444 [ QCM [■ 

METRO 643-1729 V/SA ' 

FAX 703-494-3663 - 

MON.-SAT. 10am - 7 pm 

Closed Sunday | 


Great Stocking Stuff ers! 

J A ST $10.00 Specials 

Road Runner, Gridiron, Impossible Mission, 

Trail Blazer, Deep Space, Time Link, Perfect 
Match, Stuff, Indiana Jones and the Temple of 
Doom, Rambo III, Gauntlet, Road Raider, Willow, 
Combat Course, Super Star Ice Hockey 

XE/XL Computer Specials 

Syntrend $10.00 Pac-Man $3.50 

Joystick CX40 $5.00 QIX $3.50 


✓Desktop Publishing 

□Font Factory Clip Art 
□Fonts & Borders 
□Fontzl 
□Publisher ST 
□Scanart library 
□PageStream 
□PageStream Fonts Disk 


□Calamus Font Editor 


✓Drawing Programs 

OCyberControl 
□CyberPaint 
OCyberStudio (CAD 2.0) 
□Easy Draw/Turbo Charger 
□Easel ST 
□Graph Maker 
QQuatum Paint Box 
□Spectrum 512 
□Unispec 

□Art and Film Director 
□Touch-Up 

□Hand Scanner & Touch-Up 


$15.99 

$19.99 

$27.99 

$59.99 

$39.99 

149.99 
$21.99 

189.99 
$59.99 


$39.99 

$39.99 

$59.99 

$99.99 

$17.99 

$49.99 

$19.99 

$49.99 

$45.99 

$49.99 

119.99 

425.00 


✓St Hardware 

□*520 ST or 1040 ST 

2 Meg Upgrade INSTALLED $399.99 

4 Meg Upgrade INSTALLED $599.99 

•Price varies tfiie to Ram Prices 
old style 520 ST/1040 Boards 

□Fast Accelerator Board Installed $289.99 

□PC Speed Installed $399.99 

OJRI Board $100.00 

INSTALLED $150.00 

QCMI Board $200.00 

INSTALLED $275.00 

OJATO COLOR BOARD $75.00 


□PC Speed Installed $399.9 

OJRI Board $100.0 

INSTALLED $150.0 

QCMI Board $200.0 

INSTALLED $275.0 

□JATO COLOR BOARD $75.0 

Please Ask About Guarantee 

□520 ST cr 1040 ST with monochrome 
with color CALL 

□Mega 2 or 4 Mb with monochrome 


with color 

ORS232C or Centronics cable 
OICD 50 Mb Hard Drive 
□Supra 60 Mb Hard Drive 
□Atari 60 Mb Hard Drive 


✓Accessories 

□Fuji MF1DD 10 Pack 
□6 ft. SF314/354 cable 
□Drive Master 
□Monitor Master 
□Mouse Master 
□Mouse Pad (red, green, blue) 
□VldeoKey 
OTweety Board 


CALL 
$ 9.99 

$699.99 
$895.00 
$749.99 


$ 8.99 
$19.99 
$34.99 
$34.99 
$25.99 
$ 5.00 
$69.99 
$50.00 


✓Entertainment 

□Adv Dungeons and Dragons 

$29.99 aMicroLeague Baseball 

$39.99 

□Axe of Rage 

$29.99 aobliterator 

$19.99 

□Bard’s Tale 

$39.99 aO.LD.S. 

$27.99 

□Battle Chess 

$35.99 □Outrun 

$29.99 

□Battle Hawk 1942 

$34.99 aPac-mania 

$29.99 

□Better Dead than Alien 

$27.99 □Phantasyl.n.orffl 

$29.99 

□Bubble Bobble 

$19.99 aPolice Quest 

$35.99 

□Bubble Ghost 

$25.99 QPolice Quest II 

$35.99 

□California Games 

$29.99 ^Populous 

$39.99 

□Dive Bomber 

$21.99 □Populous Data Disk 

$19.99 

□Double Dragon 

$29.99 aScrabble 

$29.99 

□Empire 

$39.99 ashadowgate 

$39.99 

□F-15 Strike Eagle 

$29.99 QSpace Quest m 

$35.99 

□F-16 Combat Pilot 

$35.99 QStar Fleet I 

$39.99 

OF40 Pursuit 

$29.99 QStar Wars 

$29.99 

□Falcon 

$32.99 QStreet Fighter 

$29.99 

□Gunship 

$37.99 □TechnoCop 

$29.99 

□Hunt for Red October 

$37.99 CHline of Lore 

$29.99 

□King’s Quest IV 

$39.99 QUltimalV 

$39.99 

OKult 

$39.99 QU.M.S. 

$37.99 

OLeasure Suit Larry II 

$34.99 QUninvited 

$39.99 


✓Printers 

□Star NX-1000 

$169.99 

□Star NX-1000 Rainbow 

$199.99 

□Panasonic KXP-1181 

$199.99 

□Panasonic KXP-1191 

$239.99 

□Panasonic KXP-1124 

$299.99 

□Panasonic 32K Buffer for 

1181. 1191. & 1124 

$ 57.00 

✓Productivity 

□1st Word Plus 

$79.99 

□Teacher’s Pet 

$39.99 

□E-Z Grade 

$35.00 

□Athena IIC A.D. 

$69.99 

□Turbo Kit 

$39.99 

□WordPerfect 

149.99 

□Draw Art Professional 

$49.99 

□First Cadd 

$39.99 

□Flash 

$21.99 

□Revolver 

$34.99 

□Universal Item Selector 

$15.99 

□Multidesk 

$25.99 

□Word Writer ST 

$49.99 

□Neo Deck 2.0 

$39.99 

OLDW Power 

$89.99 

□Hotwire 

$25.99 

□Interlink ST 

$25.99 

□St Express 

$49.99 

✓8-Bit Hardware 

□130XE 

CALL 

□65XE 

CALL 

OXF551 

CALL 

□XE Game System 

$99.99 

□1027 Printer 

$69.99 

□1020 Printer 

$25.99 

□Rambo XL 256K Upgrade 

$39.99 

□P.R. Connection 

$65.99 

□Express Cart 

$64.99 

□Printer or Modem cable 

$12.99 

□XEP80 

80 column video display 

and parallel printer port 

$65.00 

□Atari 850 Interface 

$95.00 

✓8-Bit Software 

□Atariwriter Plus 

$39.99 

□Atariwriter (cart) 

$29.99 

□Atariwriter 80 

$39.99 

□Syntrend 

□Newsroom 

$29.99 

$29.99 

□Gauntlet 

$27.99 

□BBS Express 

$47.99 

□Autodual 

$34.99 

□Gauntlet Dungeons 

$19.99 

□Bob’N Wresde 

$21.99 

□Turboword 

80 column word processor 

$39.99 

□Diamond OS Cartridge 

-with paint and development 

package 

$69.99 



November, 1989 


pecials of the Month: 

Select Game Software 
Save 33% or More 


off list price, including: 


Blood Money 

$26.36....(list 39.95) 

1943 : Midway 

$13.16....(list 19.95) 

Aaargh! 

$26.36....(list 3995) 


Shufflepuck Cafe 

$26.36....(list 39.95) 

Star Quake 

$19.76.... (list 29.95) 

Dark Side 

A $26.36....(list 39.95) 


Plus... 




look for unadvertised specials[ 
~~1 in each store. 


iskcover y 

Hundreds of Atari titles in stock 

Seven Comers Center Fair Oaks Mall 

Inside the beltway, Rt. 66 and 50, on the lower level 

at the intersection of Rt. 50 & 7 next to Hechts 

Hours: 9:30-9:30 Mon-Sat, 12-5 Sun Hours: 9:30-9:30 Mon-Sat, 12-6 Sun 
Call (703) 536-5040 Call (703) 591-3475 






























































































































































































































